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LEARI FROM A FOOL. 


THE VERTIGO TAROT 


Let THE CHARACTERS OF VERTIGO LEAD YOU THROUGH 
а DIFFERENT KİND OF STORY. 78 ORIGINAL ILLUSTRATIONS BY ACCLAIMED 
SAMDMAM™ coverartist Dave McKean. AccomPAnYiNG HARDCOVER СЕ 
written BY ЇПТЕВПАТЇОПАШҮ RETIOWTIED TAROT EXPERT RACHEL POLLACK, 
intropvuction Bv Merit Gaiman, 


Firty V.S. DOLLARS / Seventy Canapian DOLLARS 
Avaitase im Шавен 1995, 


Two well known explorers of these alternative realities are BORIS 
VALLEJO and JULIE BELL. Their art speaks volumes about the 
mystical characters, nightmare creatures and heroic warriors they 
encountered on inter-dimensional journeys. 


Players collect and create special decks which pit magic against 
technology, or vehicles against monsters, or any combination of 
powers Unique to the six races included in the starter sets. 
Controlling powerful vortex gates, players project heroes, monsters 
and troopers to battle for control of parallel universes. 
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A new generation of collectible card games, Coming soon from CARDZ! 
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AERIAL BOMBARDMENT 
Play on a Special System card: 
Special System now provides no 
special ability, no influence and no 
personality points. 


CIVIL DEFENSE 
Play on the Warlord's Home 
System. Bombing Points against 
this system are no longer doubled; 
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COMING TO A BOARD NEAR YOU 


Here's a quick look at what major 

mahufacturers have in store for you THUNDER CASTLE GAMES 

Release: March 1995 

Set Size: 165 cards 

Blood Wars Here's the Deal: Nothing annoys an immortal swordfighter more 


oodshed egins than other immortal swordfighters. Solution: hack up your oppo- 
nents! Play a particular persona and adopt his or her advantages, 
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| «THE LATEST AND GREATEST RELEASES IN THE WORLD OF COLLECTIBLE CARD GAMES 
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TSR Don't smile too quick, though, because you get the disadvan- 
Release: February 1995 tages, too. 
Set Size: 334 cards Spoilers: "Highlander 3,” also out around March, apparently 
Here's the Deal: Lords use mili- ignores the second movie. And a certain special sword might 
tary and political might for control not survive the new flick...! 
of the nether regions in this adap- Best For: "Highlander" fans, fencers, schizophrenics 
tation of Planescape. Capture the Packaging: 16-card packs 
most battlefields to win. Two 134- Suggested Retail: $2.45 


card expansion sets, Factols & Fac- 
tions and Powers & Proxies, are due 
in June and August, respectively. 
Yikes: It comes with a chart that lists allow- 
able combinations for decks containing 40 to 100 cards. 
There are eight types of Fate cards alone. (Oh my!) 

Best For: RPG players, card players, probability nuts 
Packaging: two 50-card dual decks including rules: 15-card booster packs 
Suggested Retail: $9.95 per dual deck; $2.50 per booster pack 


MAYFAIR GAMES 
Release: late January 1995 

Set Size: 519 cards 

Here's the Deal: This City-building 
card game comes by way of Maxis 
classic computer game. Hint of real- 
ity: simply blackmail and bribe city 
council members to push your 
property-building proposals 
through. A test of planning skills, 
Real Estate: Aside from disaster 
cards, SimCity nas little fantasy, death or destruc- 
tion. It does have pictures of the Statue of Liberty, 
Golden Gate Bridge and other famous sites, Yee haw. 
Best For: fans of the computer game, politicians in 
training, Slick Rick developers, wanna-be white-col- 
lar crime specialists 8 
Packaging: 60-card starter decks; 15-card booster © 
packs Э 
Suggested Retail: $8.50 per starter deck: $2.50 per E 
booster pack 


The Great Da 


WIZARDS OF THE COAST 

Release: February 1995 

Set Size: 80 cards 

Here's the Deal: If you're still angry with life being unfair, don't play The Great 
Dalmuti! The player with the fewest cards is the big cheese in this social caste 
System. After each hand, the five to eight participants switch seats to reflect 
the pecking order. A non-collectible game from Magic man Richard Garfield. 
‘What А Card: The G-Man and friends can even make war fun by inventing rules. 
"If you played the Queen of Spades, you had to run around the room shriek- 
ing.... If you forgot a rule, then you lost a card.” 

Best For: easy-going kids of all ages 

Packaging: box set, includes rules and two shrink-wrapped, 40-card decks 
Suggested Retail: $7.95 per box set 
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MAG FORCE 7 
Release: February 1995 
Set Size: 325 cards 
Here's the Deal: Galactic warlord battles 
galactic warlord à la Margaret Weis’ nov- 
els. Deploy starships, bomber squadrons 
and fighter squadrons to protect planets 
or attack enemies. The winner is the first 
to eliminate an opponent's power points. 
Bowling for Starships: Star of the 
Guardians features the Lane-to-Lane com- 
bat system (hey, bub—that's trade- 
marked. Deploy your fleet carefully or 
risk losing ships and power points! 

Best For: card gamers, would-be galactic conquerors, Weis fans 
Packaging: 60-card starter decks; 15-сага booster packs 
Suggested Retail: $8.95 per starter deck; $2.95 per booster pack 


QUT С ЕС 
TAKE S 
Dragons are the focus of Wyvern, 
due from U.S. Games Systems in 
January. Peter Pracownik 
contributed art for all 136 


first-run cards, which will be 


sold in 60-card starter decks 


($7.95 suggested retail) and 15 
card booster packs ($2.50). 
Marvel and Fleer are preparing 
Power Players, which pits teams 
of superpowered characters 


against one another. Players 


TarotCards 


tailor the arena, allowing the 


DC COMICS Hulk to hurl nearby buses or 
Release: March 1995 
Set Size: 78 cards 

Here's the Deal: Some of DC's best intro- 


duce you to the realm of the tarot. Cast 


Spider-Man to scale skyscrapers. 


Richard Garfield and Wizards of 


fortunes and commune with the occult the Coast aren't resting on their 
with these Dave McKean renditions of 
your favorite DC Vertigo characters. well-heeled Laurels. Netrunner is 


Starring: John Constantine as the Fool, 


Swamp Thing as the World, Sandman the title for Wizards' adaptation 


as the Heirophant and Death as...uh, of R. Talsorian's Cyberpunk 2020, 
herself. 
Best For: aficionados of Vertigo, Dave and Wizards will base a game on 


McKean or the macabre, gypsy fortune- 


tellers, those undaunted by the concept FASA's BattleTech robot-combat 


of bad karma Б А 
RPG. C —testing a 

Packaging: complete set with a player's ardz is play 

guide card game set for March delivery- 


Suggested Retail: $50 per set 
Technology and magic join forces 


in a battle for control of 


Towers in Ti parallel universes. Untitled as 


THUNDER CASTLE GAMES we went to press, the game's 


Release: January 1995 


Set біле: 150 cards 
Here's the Deal: Travel through time and recruit an army of fantasy creatures 


to defend your interdimensional tower. Each creature takes one action per turn, 

and players alternate actions Dwarves, elves p orcs of the world unite! 

› Collect Em All; Future editions will arrive as Seco, Sets; look for 150- 

to 165-card Greek, Zodiac, Amazon and Norse editions in March, June, August 

and October, respectively. 

Best For: self-conscious yet strong- 
; 54-card starter deck; eig. 

pace ur $6.95 per starter deck; $1.45 per booster pack 


artwork will feature 
never-before-seen work by Boris 
Vallejo and Julie Bell, the first 
game collaboration of the 


willed war gamers and card players husband-and-wife team. 


ht-card booster packs 
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ALREADY IN PLAY 
In case you missed 
them, here's a listing 
of some of the products 
currently available 


COLUMBIA GAMES 

Set Size: 200 cards 

Here's the Deal: Marshal Confederate or Union cards 
and re-enact the First Battle of Bull Run, or "First 
Manassas,” as Johnny Reb calls it. A Shiloh expan- 
sion set with 300 cards may be out by mid-year, and 
Gettysburg is in the works. 

Pick Me, I'm Special: Each deck contains 30 Con- 
jederate and 30 Union cards. Decks contain по dupli- 
cate cards, and no two decks are identical. 

Best For: Ken Burns; the Daughters of the Conieder- 
acy; wargame, history or Civil War buffs and col- 
lectors; those guys who play pretend in genuine 
replica Civil War uniforms 

Packaging: 60-card decks with rules 

Suggested Retail: 59 per deck 


STEVE JACKSON GAMES 
Set Size: 409 cards 


Here's the Deal: We've got two theories on the arrival of this set: either Steve Jackson Games took its original, non-cus- 
tomizable Illuminati card game off the market because it thought it was time to improve the 10-year-old product, or the com- 
pany was taken over by the Semiconscious Liberation Army. You decide. 

Alphabet Soup: In an effort to save trees, SJG calls this game INWO, Other card games could be abbreviated М: TG, OTE, SC- 
TCG, S: MIM, SotG, ST: TNG CCG, TGD and TiT (but, as the last example demonstrates, this could lead to confusion over each 


product's subject matter). 


HEARTBREAKER HOBBIES & GAMES 
Set Size: 337 cards [ REUS: 
Here'sthe Deal: Remember what happened when someone accidentally dropped chocolate into peanut 
butter? Doomtrooper, based on the Mutant Chronicles universe, mixes fantasy and science fiction. Cor- 
porate Doomtroopers wielding knives, elemental balls and other equipment stand between human- 
ity and the hideous alien Dark Legion. 

European Is As European Does: With names like Paolo Parente, Nils Gullikson, Danne Kochanski and 
Peter Bergting, among others, these artists've gotta be foreign. 


Best For: lovers of cool cards; high-tech warrior wizards; е ОМ 


aficionados of European art 
"Necropak" booster packs 
Suggested Retail: $7.95 per starter deck; $2.45 per TROOPER 


Packaging: 60-card starter decks with rules; 15-сага 
booster pack 


GALACTH 


COMPANION GAMES 
Set Size: 421 cards 
Here's the Deal: You can rule the galaxy! Terrain allows you to pound your 


opponent with ships, stellar anomalies and space monsters. Crew and 
equipment improve your vessels effectiveness. February's New Empires 
expansion set contains basic decks with Scorpeads and Plasma-Occu- 
pied Territories and booster packs with Clydons and Tufors. 

A Рісімге в Worth: Vektrea Prime and some of the space scenes look ter- 
rific, but the introductory edition Bolaar Weapons Officer and Corporate 
Raiding Party, er, don't. 

Best For: those who want science-fiction card games or own lotsa small dice (you use 'em to keep 
track of damage to various cards) 

Packaging: 55-card starter decks; 12-card booster packs 

Suggested Retail: $8.95 per starter deck; $2.45 per booster pack 


Illuminati 


‚1 Vorld Order 


Best For: people who love Illuminati, On the Edge or the Zapruder film (but we didn't tell you!) 
Packaging: starter sets with two 55-card decks and rules; 15-сата booster packs 
Suggested Retail: $9.95 per starter set; $2.25 per booster pack 


WIZARDS OF THE COAST 
Set Size: 438 cards 


Here's the Deal: As an ancient vampire, you manipulate younger bloodsuckers in Wizards of the Coast's second Deckmaster collectible card game. Players 


attack to the left, but must guard to the right. If you thought vampires were scary, 


wait till you meet one with a gun! Wizards is preparing a pocket play- 


ers' guide, expansion set and retailer poster; White Wolf, makers of the role-playing game on which Jyhad is based, is out with "The 
Eternal Struggle: A Strategy Guide to the Jyhad" ($7.95). ` 


Politics As Blood Sport: Inconvenience enemies with political cards. The issues at, ет, st. 


take won't be debated in Congress: ever heard 


of Praxis Seizure, Autarkis Persecution or Consanguineous Condemnation? 


Best For: mature fans of the macabre—Jyhad is complicated and takes a while to play, but can really suck you in and be 


fiendishly rewarding 


Packaging: 76-card starter decks; 19-card booster packs 
Suggested Retail: $8.95 per starter deck; $2.75 per booster pack 
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This ie it! The most fantastic bathe of all where groat warlords and their mighty (едете decide the pate of te 
entire plonge. Find out how it peels to die 2 Housand deaths yet live again fo Wage war without end. 
the bloodshed begins with He BLOOD WARE" DUEL-DECE” Card Gane and 
the conflagration expands with each BLOOD WARE Escalation Pack. 
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(ж) Call our new toll-free number 1-800-384-4TSR to find the book, game or hobby store 
nearest you that carries TSR products! 


ATLAS GAMES 
Set Size: 269 cards 
Here's the Deal: Conspire to control Al Amarja. All resources and some influ- 
ential people have pull points, which help acquire other people and equip- 
ment. They can also build game-winning influence points. As in real life, 
cliques are important: certain cards can't be used unless a card belong- 
ing to a similar gang, group or race is already out. The Cut-Ups Project 
expansion with 90 cards is set for February. 

Travel Tip: AHL uh-MAR-huh. That's how to pronounce the name 
of this weird Mediterranean island of androids, mutants, psychics and 
sentient baboons. 

Best For: people who loved Illuminati or "The Hitch-Hiker's Guide to the Galaxy” or who thought "JFK" 
was too tame 

Packaging: 60-сата starter decks with rules; lO-card booster packs 

Suggested Retail: $7.95 per starter deck; $1.95 per booster pack 


87 
WIZARDS OF THE COAST 
Set Size: really, really big (have fun trying to maintain your sanity counting it) 

Here's the Deal: This is the mother of all collectible card games. Use magical resources to reduce 
your enemy's life force to zilch. Power comes from five types of color-coded land. A sixth expan- 
sion set, Ice Age, is due in May. It'll feature more than 300 cards, playable by themselves or with 
other Magic cards. 

Magic: The Obsession: Two suitcases, 15.000 cards, 400 Merfolk and one Shivan Dragon later-and 
enthusiasts are still buying. What a phenomenon! 

Best For: casual or avid gamers, fantasy enthusiasts, card collectors, Richard Garfield, collectibles 
writers with expense accounts 

Packaging: Gift boxes with two 60-card decks, 30 life counters and illustrated rules; 60-card starter 
decks with rules; eight- to 15-сата booster packs 

Suggested Retail: $19.95 per gift box; $7.95 per starter deck; $2.45 per 15-card booster pack; $1.45 per 
eight-card booster pack (expect to pay more for all these items) 


DECIPHER 
Set Size: 363 cards Star Trek , tected by champions and allies whose powers grow 


Here's the Deal: Report The Ne X t Generation | with magical items. 
for duty at Klingon, Customizable Ca d Gam e "I Know That Monster!" TSR caught some heat for 


Romulan or Federation recycling classic, often beautiful art for Spellfire, 


Set Size: 695 cards 
Here's the Deal: 
Dungeons & Drag- 
ons, the role-playing 
entertainment that 
was virtually syn- 
onymous with a 
gaming genre, 
becomes a col- 
lectible card 
game. The first 
player to defend 
six realms wins. 
Realms are pro- 
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outposts and go where no one has gone before. Players design а new universe 
each game; starships travel it, accumulating points for missions accomplished. 
Few starter decks contain a ready-to-play set, so be prepared to get at least 
one booster pack. The set is available in two editions: a black-bordered lim- 
ioted edition and a white-bordered unlimited edition. 

Red Alert: This game uses images and factoids from the TV show, so these cards 
are sharp! 

Best For: anyone who enjoys a good "Trek" or distinctive card game 
Packaging: 60-card starter decks; І5-сата booster packs for both editions 
Suggested Retail: $8.95 per starter deck; $2.95 per booster pack (expect to pay 
more for both) 


CARD SHARKS 
Set Size: 160 cards 


Packaging: 60-card starter deck and rules; 10-card booster packs 
Suggested Retail: $7.95 per starter deck; $1.95 per booster pack 


BINQUEST 


Here's the Deal: Build a hero and a villain who are strong enough to top your opponent's vil- 
lain and hero, respectively. Play combatants, sidekicks, abilities, hindrances and events on your or your opponent's characters. 
Wham! Shazak! Ka-Bam!: Super Deck!s quirky characters include the Pendulum, who "searches for the thugs who killed his 
parents” (sound familiar?), and Yar the Troll, who “destroys other bridges to increase the traffic on his own" (wha...?). 

Best For: people who are young, love superheroes or need an easy introduction to card games; advanced players need not apply 


But with new photo cards as corny as the Mind 
Flayer Lord, fans should reconsider their criticisms. 
Best For: D&D or fantasy fans, new and young card 
gamers 

Packaging: starter sets with two 58-card. decks and 
rules; 15-card booster packs 

Suggested Retail: $8.95 per starter set; $2.50 per 
booster pack 
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He's moved from Sitka, Alaska, to Seattle, Wash., 
from starving artist to hottest painter in the biz. 
Twenty-six-year-old Anson Maddocks has helped 
ignite the entire collectible card game industry 
with his unique blend of gothic-horror creatures 
and surreal landscapes. Once confined to sec- 
ond-hand shops, he's painted the "Operation: 
Mindcrime" tour jackets for the band Queen- 
sryche and become “Photoshop Guru" at Wizards 
of the Coast. Maddocks talked to InQuest about 
Magic, painting and stardom. 


A: І started when I was four. I had a baby sitter 
who had some drawing book or something, and 
she was trying to get me out of her hair, prob- 
ably, so she had me start drawing. And I just 
took it up from then. I drew a lot of insects, rocket 
ships and aliens. 


А: try not to be too inspired by somebody else's 
creativity. I'm really interested in raw materials 
and animals-and those sort of things kind of 
fuel my imagination and get me thinking what 
other ways could those things be depicted. Espe- 
cially with human forms, it can be really intrigu- 
ing to me to see how far I can push them into 
another dimension. 


А: No, actually, I was just really into the project. 


weirdest CARDS 


Animalism, Jyhad. Siegfried and Roy's 

dream come true. 
9, living Wall, Magic. Cooking with Dahmer 

Anaphasic Organism, 

Star Trek: The Next Generation. "Norman..." 

Drawing Out The Beast, Jyhad. "Hey, 1 ordered 
mayo on this!!" 

Drain Essence, Jyhad. "Tis- 
sue! Somebody get me a tissue!" 

Time Elemental, Magic, "You 
are traveling through another 
dimension.. A dimension of 
рот time and space...” 

Psychovore, On The Edge, 
Every kid's worst nightmare—a 


8. ANAPHASIC ORGANISM 


The idea of having a bunch of lit- 
tle color pieces was really intrigu- 
ing. They were so excited about the 
project that I couldn't help but share 
their enthusiasm... I was really 
happy to help out. When the other 


artists were failing to turn things 
in, I would come kind of to their 
rescue. That's how come I have so 
many pieces in the pu set. 


А: 1 did 31, and they used 30. It's about 10 percent 
of the original artwork. 
1 


A: I'm so busy populating Dominia that I don't 
have time for other things. Maybe once every 
three months. Just when I have the opportunity, 
or when somebody asks me 


A: About two or three hours. 
Q: Do yi 


do a lot of conventions? 


A: Yeah. I just got back from doing some in 
Europe. That was really cool. I went to Germany 
and Italy, and took some vacation time.... It's 
really cool to have people tell you what they 
think of your work. When they have a really pos- 
itive response, it really makes you feel good. Also, 
you get their opinions and their interpretations 
of things. This one kid showed me this relation- 
ship between two of the cards I did that I had 
not intended-he thought I did it on purpose. 


A: Paralyze and Guardian Angel. If you take 
Guardian Angel and you put it diagonal to Par- 
alyze, it looks like he's shooting the guy. It's 
weird. The background color kind of fades 
together, and the proportions are right, and the 
blast is right. 


jack-in-the-box gone horri- 
bly wrong. 

Elemental Cleric, 
Spellfire. "Yes, ma'am. 
This will definitely stop 
your daughter from 
picking her nose." 

Horror of Horrors, Magic. But 
I've got a great personality! 


Mindstab Thrull, Magic. 
“Try to relax—this is a very simple 
operation...” 


4. PSYCHOVORE 


5. TIME ELEMENTAL 


A: Could be. Put all my stuff together and see 
one big puzzle. [laughs] 


A: I was in Italy and some guy ran up to me and 
said, “Signor Maddocks, could you sign my card?” 
That was the only time...outside of working at 
the [Wizards of the Coast] table. It's good. 1 don't 
think Га want to be a movie star. 
—Michael Searle 
THE Орск FILE 
ards (own): Throne of Bone, 
Cycopean Tomb 


): Sandra Evering- 
ham’ 5 Sinkhole. Any Work by Mark Tedin, Drew 
Tucker or Ашу Weber, WE others. 

e Magic fans: Fallen Angel, Hur- 
oon Minotaur. Some like Flight and Holy 
Strength, were created in the same hour. 


, Elemental Ш| 
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3. ELEMENTAL CLERIC 


1. MINDSTAB THRULL 
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CRUISE CON 
The Carnival liner Fantasy sails on April 27, 1995. 
This four-day Bahamas cruise features Magic creator 
Richard Garfield, SimCity co- 
designer Darwin Bromley, 
card-game artists and others. 
Between card and role-play- 
ing games, you can swim, 
dance or visit Nassau. “The 
only convention your signif- 
icant other will thank you for 
attending.” Call Andon Unlim- 
ited at (800) 529-ЕХРО or (215) 
673-2117 in Ohio. 


START YOUR ENGINES 

After eight years, the Richard Garfield game that 
precipitated Magic: The Gathering is out! In Robo- 
Rally, bored computers start a wacky, unpredictable 
robot race. The board game, co-designed by Garfield 
and Mike Davis, requires at least two players and 
30 minutes. Get it from your local gaming store or 
order direct from Wizards of the Coast at P.O. Box 
707, Renton, WA 98057-0707. 


MICROCOMPUTER MAGIC 

If you prefer life with digital sound, 
prepare for computer Magic. Micro- 
Prose Software is developing both 
stand-alone and on-line versions of 
the card game. The CD-ROM will 
boast information on nearly 1,000 
cards, graphics, trading, variable 
card rarity and tournament play 
Look for it in spring 1995. 


GET READY TO LOG ON 


MAGIC ARMADA 

Acclaim Comics will unleash its first line of books 
in March 1995. Magic: The Gathering—The Shadow 
Mage and Ice Age: On the World of Magic: The 
Gathering, a tie-in with the Magic expansion set, 
will both be four-issue series. Jeff Gomez and Jeof 
Vita (contributors to this magazine) are co-plot- 
ting the books, to be drawn by Val Mayerik and 
Rafael Kayanan (Conan the Adventurer), respec- 
tively. Each comic will sport a $2.50 price, a painted 
cover and information on the game of Magic. 


PINS AND THINGS 

Wizards of the Coast sells several Magic- and Јуһаа- 
related items (to order, see “Start Your Engines” 
above). Magic logo pins retail for $6.95, while Hur- 
loon Minotaur pins are $4.95.... Black Magic T- 
shirts with a choice of three card pictures on the 
back and black Jyhad T-shirts sell for $16.95 (L and 
XD and $18.95 (ХХІ). New designs will be out by 
mid-'95.... A B-month Magic calendar retails for 
$10.95.... An Anson Maddocks and Mark Tedin bat- 
tle poster sells for $9.98.... Magic card binders with 
original Pete Venters art are due in early '95... 

Deckmaster lifecounters are in the works. 


Three Magic database programs for IBM-compatible computers track the cards you have and the 
ones you want. All list Magic cards; CardMaster and Gamecard Wizard track prices. CardMaster has 
colorful screens and a graphic-style interface. It bears the Wizards of the Coast seal of approval ($24.95 
plus shipping and handling, Sky Hi Sales, [800] 949-4267). Game- 


card Wizard includes card lists for Jvhad and Galactic Empires. 
Its flexibility and attractive interface are pluses, but it doesn't 
show card descriptions ($39.95 plus $5 S&H, DIGITAL Alchemy, 
1800] 566-6277). Deck Daemon has flexible deck-building capac- 
ities and allows easy viewing of card abilities ($29.95 plus $5 
SEH, BOS, [208] 336-9404). Macintosh users should check out 
Jackie Macapanpan's The Duelist's Companion shareware. Ver- 
sion 2.0 has an excellent interface, but displays only one deck at 


a time and doesn't show card abilities. 
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HEARTBREAKING MINIATURES 
Heartbreaker Hobbies & Games makes Magic 
miniatures ranging in price from $2.50 to $4. Get 
"етп from stores or write Heartbreaker at P.O. Box 
105, Folsom, PA 19033. 


DIVIDE AND CONQUER 

"The Bag Man" manufactures dividers for Magic 
card collectors. The color plastic dividers are 
preprinted to help separate spells, lands, artifacts 
and other cards in a standard vertical card box, The 
dividers are sold in sets for $8.50 up to $9.95 Write 
"The Bag Man" at 12788 Highway 9, Suite 5, Boulder 
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Experience 
Encounters ‘95 


Imagine... 
...you are surrounded by towering 


buildings teeming with the energy 
from a vast sea of people... 


-..you are at a convocation of 
the elite from the trading card 
game world, gathered together 
in a setting exuding majestic 
splendor... 

There is no other gaming 
convention that will capture 
the dynamic excitement that is 
within the city of New York. 
There is no other place to be 


,.this is Encounters ‘95. 


Call 718.461.6480 for more 
information or to preregister. 
Or email realm@ix.netcom.com 


hotel 


ark central 
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What you can expect... 


exhibitors 


Discover unexplored worlds in this expanding industry. 
Learn first-hand what is the {ште of the gaming industry. 
Experience new games in the making. plus find out what your 
favorite gaming card company has in store for you! 


give-aways 
i i mple 
Everyone gets a chance to take home something. Receive samp 


cards, free magazines, and much more! 


guest artists А 
ic а rite 
Feast your eyes on original art works created by your ae hs 
trading card game artists. Meet them in person for autograp 
and creative inspiration. 


tournaments 


Over $1,000 in prizes! Engage in the goodwill of шо 
sportsmanship while participating in huge weekend-long 
tournaments. 


by Realm Production Inc 


A Look at 


the Man 


Who Made 


by Zachary Reid 


В... Garfield always loved to play 
games. Now he gets paid to invent them. And 
he could have cashed in on his imaginative 
passion for a single million-dollar payday and 
retired at age 30. Instead, he parlayed his 
potential fortune from devising Magic: The 
Gathering right back into the company that 
gambled on his game in the first place. 

That's the kind of guy Garfield is: short on 
stability but long on commitment. He's been 
that way all his life. Born in Oregon, he spent 
his youth in the Pacific Northwest, in Philadel- 
phia and, for six years, in Bangladesh and 
Nepal while his father plied his trade as an 
architect. He never complained about having 
to make new friends every couple of years. It 
was more a matter of finding something to do 
with those friends, and that philosophy defines 
his relationship with Wizards of the Coast, the 
company that publishes Magic. 

“I've always been willing to back my games 
by getting paid entirely in royalties,” Garfield 
says. "This is the ultimate form of that." 

Garfield is hailed as a genius by game 
enthusiasts and the people at Wizards of the 
Coast. He simply thinks of himself as a game 
designer who's lucky enough to earn a living 

by pursuing his favorite hobby. His 
chance encounter with suc- 
YN cess has made 


с 


н А. 
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RFIELD 


possible a lifestyle and a career he once dis- 
missed as wishful thinking. Now 3], Garfield 
spends his days as coordinator of table game 
research and development for Wizards. 


GAMES OF A LIFETIME 

Gartield first began designing games out of 
necessity. He quickly mastered role-playing 
games like Dungeons 6 Dragons and Chivalry 
& Sorcery. And since buying a new game 
every week would challenge any kid's 
allowance, he began altering the rules of the 
games he already had. 

"It'S very much an art," Garfield says of 
designing games. "I operate largely on intu- 
ition, use a lot of my game experience. I play 
a lot of games and I take something from each 
of them. When I get inspired, I'll work for 
hours and hours on end." 

Garfield's goal is to come up with games 
that are fun and interesting—and that stay 
that way. 

"It doesn't take long in many games to hit 
the point where you can't get much better," 
Gartield says. Some people are content with 
mastering a game's rules. Garfield prefers 
altering the rules and adding new dimen- 
sions to games. 

Today, he counts more than 60 games to his 
credit, not including the variations of existing 
games. А handful, including Jyhad and Robo- 
Rally, have been published through Wizards of 
the Coast's Garfield Games division. He says a 
dozen could be ready for publication in a mat- 
ter of weeks, and the rest within a year. 

In a gaming world where varia- 
tions are the rule and marketing 

counts more than substance, Magic 
is an aberration. There had never 
been a collectible card game quite 

like it, though there has been a 

slew since. But in very simple 
terms. Garfield's Magic card 
game is nothing more than 

a variation of existing card 
games. The deck never 
Stops at 52 cards, but the 


premise is the same: even though players have 
different cards, the key to winning is knowing 
what's in your deck and planning your strat- 
egy around it. 

At least that's Garfield's version of the 
game. Collectors have given Magic an entirely 
different spin, putting values on rarer, more 
powerful cards while discarding common or 
weaker cards. It's like playing poker with a 
deck full of face cards. But you still have to 
play your aces first to win. 


ШЕК OF THE DRAW 

Instant success hasn't translated into casual 
living for Garfield, a former college teacher 
with a graduate degree in combinatorial math- 
ematics-the science of problem solving. 

In fact. not until this past summer-three 
years after his first meeting with Wizards of 
the Coast-did Garfield begin devoting all of 
his time to professional game design. Last June. 
he left his post as a mathematics protessor at 
Whitman College in southeastern Washington 
for the move across state to Renton-based Wiz- 
ards of the Coast. And even now, with approx- 
imately one billion Magic cards in circulation. 
Garfield won't rule out a return to academia. 

If you had asked Garfield a decade ago 
where he'd be today, game designing would 
not have been his answer. 

"I hadn't been interested in being a pro- 
fessional game designer.” he says. "There's 
very little money in it. And the people who 
design games aren't always open to new 
designers. 1 wasn't even trying." 

He was only trying to get one of his games 
published. While an undergraduate student 
at the University of Pennsylvania. he created 
a board game called RoboRally. He offered a 
friend a 50 percent stake in the game if he 
could get it published—an offer that was more 
than generous, though it would take almost a 
decade before RoboRally hit stores. 

After a series of rejections, Garfield met 
with representatives of Wizards of the Coast 
in 1991. He flew from Illinois, where he was 
working for Bell Labs, for the meeting ina 
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Seattle pizza parlor. Wizards wanted Robo- 
Rally but didn't have the capital to publish it 
immediately. The company needed a game 
that could be played quickly and without much 
equipment. 

Garfield thought about a Magic-type game 
he first created in 1984. He came back with 
an updated version of Magic. 

The game he delivered to Wizards was con- 
siderably different from its original conception. 
“A lot of the flavor [was] the same, but the 
rules changed a lot.” Garfield explains. "There 
was a constant evolution of the flavor.” 


The final product was everything Wizards 
wanted. The game was based on cards, not 
the standard fare of boards and dice. Two peo- 
ple could play with a minimal number of cards, 
and the game was designed for quick play. 

"It's kind of from the evolutionary mixing 
pot,” he says of the final version of Magic. 
"It's from games from outside designers—Cos- 
mic Encounter, the granddaddy of card 
games—and games of my own design. The 
trading card concept came out of nowhere. 
Cards ате a good tool to-have in a magic sys- 
(етпе 2. When the trading card concept came 
about, then, aiter about three months, it 
changed very little:" 

The big surprise—to»Garfield and to Wiz- 
ards-was that the game would catch on as.a: 
collectible. 

They firstmoticed the trend while testing 
the game, when players began collecting the 
crude black-and-white-cards. It became evi- 
dent as orders for the cards began piling up 
They couldn't keep up with requests.for the 
starter decks—packs of 60 randomly chosen 
cards from among the more than 300 avail- 
able at the time—or the booster decks. 

"[The success]. was perpetually dawning 
on us,” Garfield. says. "Every time we thought 
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we had it under control, it got bigger. I'm not 
exactly certain it's stabilized.” 

The game's details have changed again 
since its initial release. Originally, the rarer 
cards were much more powerful than the 
common cards. But when people started buy- 
ing the rare cards and creating can't-lose 
decks, the nature of the game started to work 
against the casual players. And that wasn't 
the idea Garfield had in mind. "A person who 
doesn't want to buy a lot of decks shouldn't 
have to,” he says. 

So they made some changes. "We've made 
common cards more powerful and stripped 
out some of the degenerate rare cards. The 
rare cards now are more specialized, but not 
more powertul.” 


Garfield works on other projects at Wizards, 
but he says he still spends about half of his 
time maintaining Magic. The bulk of his mail 
is about the game, and when he travels to 
gaming conventions, he's treated like a star. 

“I never really went to game conventions 
before, maybe one or two, and I certainly was- 
n't recognized at those," says the soft-spoken, 
contemplative Garfield. "Now, I feel like a star— 
like a star. I go around shows signing cards, 
leading discussions. It's fun, but it's tiring.” 

His celebrity was apparent in November at 
the 54th Philadelphia Science Fiction Con- 
vention. A constant barrage of Magic enthu- 
siasts kept Garfield busy at the Wizards of the 
Coast booth. When he could slip away, he 
found himself leading panel discussions on 
his game or signing autographs. And this was 
a slow weekend—nothing compared to the 
attention he gets at game conventions. 

"In some sense, I was excited to get a lit- 
tle bit of fame. It helped me get in touch with 
people I'd lost touch with over the years, I 
couldn't find them, but they knew where to 
find me." Garfield has also experienced the 
downside to being-astar. ‘Once it happened, 
I had less tire than last year to spend with my 
friends, No particular way of dealing with it." 

Garfield hasn'thad mùch time to pursue 
games Jately, either. His job as coordimator-or 
table game research and development leaves 
him reviewing other peoples work. He spends 
most of-his time testing submissioris and 
maintaining Magic, but he's not content with 
а foleinmanagement. 

"I prefer acting as a game guru," he says, 

like-to give advice, leave it as they wil]. 
Lei me concentrate on games)" He doesn't 
like the thought that his opinion alone eould 
killa project. 

"I thinkin time I could: develop the man- 
agement skills, but I don’tlike to put my foot 
down. I don't like to make priority decisions, 


especially on projects I'm working on." 

Finding a suitable replacement to take over 
his management chores is a priority. He's a 
gaming enthusiast, pure and simple. He has 
other pursuits—movies and books in particu- 
lar—but his passion is for games. 

He'll change the rules in everything from 
Trivial Pursuit to checkers just to keep the 
game interesting. "I start fiddling with the 
rules," he says. "In Trivial Pursuit, I've played 
with some moditications. We had one rule 
where if you land on an opponent's pie wagon, 
you can steal the piece if you answer a ques- 
tion correctly. Or you can play where you have 
to get all six questions right." 

If you're a stickler for the rules, Garfield is 
probably not the best opponent. "But I've never 
had any trouble finding players," he says. "In 
ditferent games, I always level the playing 
field. I may be better at chess than you, but if 
Ichange the rules, then we're starting at the 
same place." 


Richard Garfield, the famous game designer, 
isn't much different from Richard Gartield, 
the inconspicuous college professor, Unlike 
many people who get a quick taste of finan- 
cial success, Garfield's life isn't filled with 
expensive and exotic obsessions. He drives a 
company car, a Pontiac Grand Am. He's mak- 
ing more money than he ever did in the class- 
room, but he still hasn't traded his worn 
corduroys for Armani suits or his loafers for 
Tony Lama cowboy boots. 

"I have a very modest lifestyle," he says. "1 
would like to have enough resources to not 


imple strategies. infinite possibilities 


When you play Magic: The Gathering™, a world of infinite possibilities lies in your hands. Ж Because 
you create your own deck from a random pool of beautifully illustrated cards, you build 


your strategy right into your deck before the game even begi Ф You can 
construct a deck that’ 

sophisticated, ёд Other pla p 

by trading, you can strengthen your own deck. Ф The more you play 
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have to worry about where my next meal's 
coming from.” 

He likes to travel, but he's just as happy 
hiking and hunting for wild mushrooms. He's 
not opposed to lavishing himself, but it'll have 
to wait. "I certainly have to be sure I was going 
to have no problem with finances in the 
future,” he says. 

Garfield defies categorization. He spent 
countless hours of his youth mastering role- 
playing games, but he wasn't the rebellious 
kid who did so to spite his parents. He had the 
grades to make it into an Ivy League school, but 
he had no idea where that would lead him 
He chose the University of Pennsylvania for 
one simple reason: "I liked the way my father 
turned out, and he went to Penn,” he says. 

He pursued an education in mathematics— 
and post-baccalaureate work in combinator- 
ial mathematics—because of his interest in 
games, but he never seriously considered mak- 
ing games a career. 

"Т briefly dreamed about being a world 
famous game designer," he says, "until I found 
out how the game industry works. 

"| went into math because of my love for 
games. Combinatorial mathematics is almost 
like having a degree in problem solving. It's 
good for solving problems that come up in 
games, coming up with new strategies, little 
artificial worlds. Figure out how to use the 
rules as best you can. 

"I was somewhat directionless," Garfield 
says. "I was going to go to grad school. My 
father, who teaches graduate school, said stu- 
dents with a little work experience do better.” 

And if he could follow his father around 
the world—which he did—he could certainly 
take his father's advice. With a bachelor's 
degree in tow, Garfield went looking for a job. 
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He found several possibilities, including "a lab 
that specialized in finding lost things." He set- 
tled on an offer from Bell Labs to be a resource 
manager on a computer project involving dig- 
ital switches. 


KEEPING THE VISION ALIVE 

Shortly after his meeting with Wizards of the 
Coast, Garfield made the move to academia 
and Washington. But he didn't move to be 
closer to a potential distributor. Richard 
Garfield is a game-design purist. He creates 
games to please himself and his friends, not the 
commercial market. He was coming up with 
variations on old games and his own new ones 


long before he had anything published. If | 


there had been no Magic, no overnight suc- 
cess, Richard Gartield would still be a game 
designer. Only he'd probably still be a college 
protessor, too. 

Magic was nice, but he says a real chal- 
lenge is developing games that will entice peo- 
ple who normally don't play games. 

"Before Magic, I designed games entirely for 
my friends and me. A special treasure was when 
I could get my sister, who doesn't play games as 
a hobby, interested. I also liked to design games 
that I could take home at Thanksgiving.” 

Garfield's perspective of the game indus- 
try is still that of an outsider. He sees an 
industry driven by marketing possibilities-not 
clever games. 

“A lot of companies, | believe they don't see 
game design as important,” he says. "Some 
designers are told what to design. I don't think 
game design has enough respect." 

Working for Wizards of the Coast makes 
him an insider, but his world is much differ- 
ent from that at the huge corporations that 
make games for the mass market. 

"At Wizards of the Coast, there's no bur- 
den I can't overcome," he says. "They share 
my vision, that the quality of game design is 
important." 

It's not unusual to find Garfield and his co- 
workers sitting around the office playing 
games. "It's business as usual if I'm playing a 
game at the office in the middle of the day," he 
says. And it's not unusual to catch Garfield 
playing Magic with his wife. They met while 
she was participating ina Magic testing group. 

"The worst thing I could do would be to 
stop playing games," he says. "1 know some 
game designers don't play games, but I have 
to play. Otherwise, it becomes inbreeding, all 
the games start looking the same." 

Garfield isn't as concerned about finding 
future success along the lines of Magic as much 
as he is about keeping everything fresh. 

“I don't have any fear,” he says. "I know 
it's going to be my biggest hit.” 

But it's not going to be his only one. 3) 


Richard Garfield has taken on a management role with Wiz- 
ards of the Coast, but he still spends time creating, design- 
ing and developing games. 

The bulk of his time is devoted to maintaining Magic. 
But while he created all of the cards for the game's initial 
run, he was down to a consulting role on the ce Age expan- 
sion set. 

His current duties call for him to review other work— 
both in-house projects and outside contributions. Among other 
projects at Wizards, Garfield has been or will Бе involved 
with: 


Netrunner: While Magic wos transforming Wizards of the 
Const into a major player in the gaming market, the company 
found itself in position to purchase licenses, licenses and more 
licenses. Including the license to R. Talsorian Games’ Cyber- 
punk 2020 role-playing game, on which the Netrunner card 
game will be based. “The license was acquired at a time when 
we took in licenses very quickly,” Garfield says, "I was par- 
ticularly enthusiastic about this. l'm a fan of the whole cyber- 
punk genre.” Garfield has designed the first draft of this 
game. Nefrunner takes place about 30 years in the future and 
centers around cracking a computer network. 

BattleTech: Garfield says this Deckmaster game is in design, 
but it hasn't been tested. It is based on FASA Corp.'s Bat- 
tleTech robot combat game. 

The Great Dalmuti: Due out in February, this is “a card 
game no more complicated than Uno,” says Garfield. 
RoboRally: The point of Garfield's original meeting with 
Wizards of the Coast, RoboRally finally hit stores last fall— 
a decade after it was designed. Look for ап expansion and 
а sister game this summer. The latter will fake place in the 
“зале world, but the object will be something other than a race. 
‘Middle-earth: In December 1993, Wizards of the Coast 
‘Gnd Von Crown Enterprises announced a licensing deal that 
would result in a Deckmaster game based on J.R.R. Tolkien's 
"the Hobbit’ and’The Lord of the Rings” trilogy. As we enter 
1995) there's sill no sign of the game, “| haven't come up 
with a design that's true fo the Tolkien name," Garfield says. 
^| won't be involved. (їл not à huge Tolkien fan, That pro- 
ject needs someone who is.” Wizards of the Coast has a few 
people working on i, but its still'uncertain when-—or if — 
4h game vill be released) 

Ottier business: Garfield's working on acquiring one more 
major license, but he declined to comment on the specifics: 
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Cast a spell on 
your PC 


Müs O Dan Frazier 


Coming soon. 


Anything is possible. 


MicroProse Software is the official licensee of Magic The Gathering. 
yo The Gathering is a trademark of Wizards of the Coast, 
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AUTOGRAPHED ANSON ARTWORK! 


Hurloon Minotaur. Guardian Angel. 
"Living. Wall. Animate Dead. Holy 
Strength. Throne of Bone. Cyclopean 
Tomb. Fallen Angel. Those are just some 
of the awesome Magic: The Gathering 
cards illustrated by artist extraordi- 
naire Anson Maddocks. And guess 
what? Anson is ready to put his pen to 
Work for you! If you're one of the win- 
ners of our inaugural InQuest contest, 
we'll send you and 99 other lucky stiffs 
an autographed, limited-edition print 
of Anson's InQuest cover. Just think of it 
as the biggest, baddest, best Magic 
trump card around. 


We'll randomly select 100 winners and 
ship your prize to your place nearly as 
fast as a wizard can traipse from one 
plane to another! Don't put this off—the 
contest deadline is May 1, 1995! 


How do you win? Don't start tapping 
mana—it won't help. You hafta win this 
contest the old-fashioned way! That's 
right, pick up your pencil and scribble 
your name, date of birth, home address, 
city, state, ZIP code, area code and phone 
number on a clean piece of paper, napkin, 
cardboard panel, postcard—heck, any- 
thing flat that you can legibly write on. 
(The official contest entry form works 
really well.) Send it to: 

Anson Artwork Contest 

c/o InQuest Special Issue 

P.O. Box 381 
Congers, NY 10920-1381 


LITTLE LEGAL LINES OTYPE 


No purchase necessary. Contest is open to anyone except 
employees of Wizard Press and their immediate families, print 
your name, address, IP code, area code and phone 
number on the supplied entry form, an index card, postcard or 
other piece of paper or flat thing. Send each entry to Anson 
Artwork Contest, c/o InQuest Special Issue, PO. Вох 381, 
Congers, NY 10920-1381. No mechanical 


‚ state, 


reproductions will be accepted. All entries ANSON ARTWORK (4) 


become the property of Wizard Press and none 

will be returned. All taxes (federal, state and 

local, if any) will be the responsibility of the prize win No 
cash equivalent or substitute prizes are offered. The prizes will 
be awarded in the names of the contest winners and are not 
transferable, Offer void where prohibited, regulated or restrict- 
ed by law in a manner inconsistent with the purpose and rules 
hereof. All entries must be received at contest headquarters 
by May 1, 1995. Wizard Press is not responsible for lost, late, 
misdirected or mutilated entries. Odds of winning will he deter- 
mined by the number of valid entries received prior to the clos- 
ing date of the contest. The prize winners will be selected in a 
random drawing from all properly completed entry forms 
received at contest headquarters. The random drawing will be 
conducted on May 4, 1995, Бу Wizard Press. For the names of 
the winn end a stamped, self- 
addressed envelope to Anson Artwork Contest Winners, c/o 
InQuest Special Issue, РО. Вох 381, Congers, NY 10920-1381. 


| 
ENTRY FORM 


7 
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NTEST 


Nome (please print dearly) Date of Binh 


Address 


Gy State TIP Code 


‘Area Code & Phone Number 


Send this boby to: Anson Artwork Contest, c/o InQuest Special Issue, Р.0. Box 381, Congers, NY 10920-1381. All entries must be received by May 1, 1995. 
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How IHev 
Dit dt 


by Jeofrey Vita 
and Jeff Gomez 


You want to create a col- 
lectible, customizable 
card game that will be so 
addictive and so much 
fun to play that customers 
will be camping out in 
front of their favorite 
Stores just to get the first 
few cards? Join the club. 

Since Richard Garfield and Wizards of 
the Coast hooked gajillions of innocent 
gamers on Magic: The Gathering in 1993 
the gaming market has been inundated with 
funny picture card games that bear more 
than just a passing resemblance to the orig- 
inal. Some are great games while others are 
nothing more than cheap knock-offs 

We'll play brain surgeon with the 
designers of Magic and some of its com- 
petitors to see what separates the champs 
from the cheese 


Wizards of the Coast 
Like Dr. Frankenstein's monster, Richard 
Garfield's Magic: The Gathering has grown 
well beyond the control of its creator. And 
with about one billion Magic cards in print, 
Garfield's hairy beast shows no signs of 
fading into fad limbo 

With that in mind, it's hard to believe 
that Magic was the first game Garfield ever 
had published, despite 15 years of design- 
ing. So was Magic a fluke? Maybe. But then 
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again, maybe not. Garfield's background 
in collegiate algebra and many months of 
play-testing give Magic an edge tew other 
card games can boast. 

"Actually, the hardest part was the initial 
three months of thought," says Gartield, 
whose faraway gaze hides one of the sharpest 
minds in the business. "1 had to come up 
with a chassis for the game which would 
handle my requirement that everyone should 
be able to play with amy selection of cards 
they liked from the available cards." 

But Garfield wasn't alone in designing 
the set. The ideas were his, but art came 
from outside sources, such as 26-year-old 
Alaska native Anson Maddocks, who has 
earned accolades for his work on the series. 

"It's definitely been a lot of fun," says 
Maddocks, whose favorite piece thus far 
is the Cyclopean Tomb. "I pursued a career 
in fine arts, but I never expected that it 
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would lead to this!" 

How does the process go? Card design- 
ers come up with a name, and that list of 
names goes to the art director. For Wizards, 
that's Jesper Myrfors. Myrfors calls the 
artists, who pick the pieces they want to do. 

“The visual interpretation of the name 
is entirely up to the artist, so there's a lot of 
variety." Maddocks says. "I personally try 
to make things look as unusual as I can. I 
Stay away from what people expect and try 
to stretch their imagination.” 

With so much room for interpretation, 
do artists ever encounter problems? "When 
I was given Urza's Mines, I thought I had 
a pretty good idea of what I would be draw- 
ing. So I painted four great-looking explo- 
sive mines. The next day, Jesper informs me 
that they're supposed to be mine shafts! 
Unfortunately, the deadline was the next 
day. I stayed up all that night and аја up 
Iour new mines, plus Zorg's Altar, which 
had to be redone because there was already 
a design for it. My original Zorg's Altar is 
now the Onulet." 
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ASTER THE MAGIC 


Given the unparalleled success of Magic: 
The Gathering, could gaming industry giant 
TSR be far behind? Of course not. 

The flimsier card stock and rehashed 
(though still cool) TSR artwork did tick off 
a lot of players at first, but more than a few 


have stuck around to 
enjoy a game that 
isn't half bad 

“We wanted a col- 
lectible card game 
that would sell well to 
our AD&D [Advanced 
Dungeon & Dragons] 
role-playing fans,” co- 
designer Jim Ward 
says. “So we came up 
with Spellfire!” 

Loyal TSR fans have 
certainly not let Ward 
down. Spellfire con- 
tinues to sell briskly, 
warranting several 
expansion sets based 
on various AD&D 
game worlds. Players 
can now choose from 
the gothic horror of 
Ravenloft or the 
drama of Drag- 
onlance, among other settings. 

At an average of 16 minutes per game, 
players still find an unlimited number of 
ways to cut loose with “killer decks." In play- 
testing sessions, such decks sparked debate 
over the power of certain cards. Eventually, 
designers were forced to scale down some 
overly potent cards to keep the game rea- 
sonably balanced. But some players con- 
tinue to point out that an early lead can 
create a lopsided session. Says Ward, "The 
game is constantly evolving. We're still 
debugging, and we'll probably never stop!" 


Decipher 
When game designers Tom Braunlich and 


Rollie Tesh pitched an idea for a card game 
based on "Star Trek: The Next Generation," 
Decipher's president wasn't excited. But he 
reluctantly gave the go-ahead, and the 
enterprising designers created an involved 
and unique card game that puts its players 
in the middle of their own episode of "Star 
Trek: The Next Generation.” 

Braunlich and Tesh turned to a variety 
of sources for the game. The first was the 
show itself. The designers watched every 
episode, extracting bits and pieces for inclu- 
sion in the game. When the show wasn't 
quite enough, the pair enlisted the aid of 
"Trek" experts at Paramount as well as the 
"Star Trek Encyclopedia." Fellow game 


designer Darwin Bromley also helped. 

During play-testing, Braunlich and Tesh 
discovered that the game was developing a 
life of its own. So-called “killer decks” were 
popping up, only to be countered by even 
more powerful ones. Seemingly innocuous 
cards, when used in conjunction with other 
cards, formed formidable power plays. 

"In one game, an Away Team from the 
U.S.S. Yamato beamed down to Malcor III 
when, suddenly, a Borg ship appeared out 
of nowhere,” Tesh says. "When all seemed 
hopeless, an unstable wormhole miracu- 
lously appeared just long enough to swal- 
low the Borg ship—all in just two moves of 
the game!" 

This game, the most different from 
Magic of those we played, tended to achieve 
its lofty goals. And there were plenty of cool 
photos for us to admire as well. 


Card Sharks Inc. 
Veteran game designer Marc Miller and 
Jim Hettinger didn't want to let the col- 
lectible trading card game concept pass 
them by. So they conceived the notion of 
combining comic book superheroes with a 
card game. 

“One major problem with catering t 
comic book audience was that I was really 
concerned with what I was putting in front 
of the youth that would be playing.” Miller 
says. "I didn't want to put something dis- 
agreeable on a card. Also, there was ine 
question of forcing one player to play 4 vil- 
lain. I solved that by designing the game 
so that two battles take place at once. Each 
player plays a hero and a villain and both 
battles must be won to win the game A 
politically correct rules system? Hmm. 

Miller explains that he wanted a game 
that was "quick to learn and easy 10 pay 
The game itself is a "cascade of numbers. 
Sounds kind of crunchy. 
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Steve Jackson 
"INWO is a trading card 
every weird thing you reat 
is true, and there are secr 
everywhere," says designer 5 
Each player represents а groul 
minati, the "secret masters" be. 
thing from the Kennedy assas 
the cancellation of Max Headroom. | 

The objective of the game? "To take over 
the world, of course,” says Jackson 
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INWO is the trading card version of a 
Card game released 10 years ago. Fans of 
the original Illuminati can rest assured 
that many of the game's mechanics 
remain the same. 

__ As off-the-wall situations are the norm 
in INWO, Jackson has no worries about 
being compared to Magic. “In fact,” he says, 
Richard Garfield and all of Wizards of the 
Coast were very supportive of our project. 
He reviewed the game and even lent us 
Some capital to have the cards printed. The 
Printers were a little confused when they 
found out that their paychecks were being 
cut by a competitor.” 


ON THE EDGE 

Atlas Games 

"I don't know what gets into these guys’ 
heads!” says game designer Jonathan Tweet 
ої his deck-dealing counterparts at rival 
companies. "You need to have a system of 
checks and balances. You have to play-test 
а game like this half to death!" 

Tweet, who's something of a math head, 
has recently garnered accolades for his ele- 
gantly easy cult favorite On the Edge. Based 
on his weird, William Burroughs-esque Over 
the Edge role-playing game, On the Edge 
plunges players into a surreal island set- 
ting where spies, psychics and youth gangs 
vie for power amidst layers of subterfuge. 

"Some of these guys made incredible 
blunders,” Tweet continues. "I'm stunned 
at the stupid mistakes I've found in games 
like Spellfire or Super Deck! It seems to be 
a case of too little, too fast." 

Tweet and collaborator John Nephew 
Sought to make the game flexible and blun- 
der-free by using the Internet and play- 
test groups around the country. Character 
cards are played in ranks to reflect the lev- 
els of subterfuge portrayed in the RPG. Each 
family of cards has peculiar strengths and 
weaknesses. On the Edge's unique cumu- 
lative point system and its toughness vs. 
influence teeter-totter struggle for victory 
indicate his success. 

And how does Wizards of the Coast, 
Tweet's newest employer, feel about his 
having a hit game—about 10 million cards 
have been shipped-for a rival company? 

"They have a certain noblesse oblige 
here,” laughs Tweet. “Wizards of the Coast 
is not your average company. It wants to 
help the industry. And besides, I wrote it 
before coming here, and I asked permission 


real nicely.” Then he admits, “If Magic were 
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not making gazillions of dollars, someone 
might have grumbled.” 


SIMCITY —THE CARD GAME 
Mayfair Games 
In 1990, Maxis Software released the city- 
building SimCity computer game to criti- 
cal acclaim. Can lightning strike twice? 
That's what game designers Darwin Brom- 
ley, Lou Rexing, Tom Wham and Peter 
Bromley are hoping for when Maytair 
Games releases SimCity—The Card Game. 
Like the computer game, the objective 
in SimCity is to build a settlement into a 
metropolis. During the game, players must 
survive disasters and amass a fortune of 
$250. Various cards carry values of one 
"buck" and higher. Players take turns play- 
ing different cards to build their zones and 
their bank accounts. Certain cards can give 
players bonuses that quickly change the 
pace of any game. Other factors, such as 
controlling the City Council, a new aspect 
of the game, can also change the game's 
pace. Player greed is definitely a key fac- 
tor in this incarnation of SimCity. 
"Play-testing went pretty smoothly," 
says Faith Price, Mayfair's manager of cor- 
porate communications, “although the first 
test lasted well over eight hours! Then 
there were the seemingly endless rewrites 
that we had to take care of." Rewrites were 
necessary because unforeseeable, off-the- 
wall situations cropped up. For example, 
during a test game, one crafty player threw 
down a "long card" that entitled her to 
compound her bonuses. The wording on 
the card wasn't specific enough, and the 
player earned 72 bucks in one turn. Need- 
less to say, that player won handily, and 
the card's been changed. 


So what's the formula for card game suc- 
cess? Evidently, you have to define your audi- 
ence, develop your concept, delve into your 
resources, decide game objectives, design 
game play and debug through play-testing... 

..and having a degree in combinator- 
ial mathematics couldn't hurt! 19. 


Jeofrey Vitas is the assistant editor of 
Armada and assistant manager for Acclaim 
Comics. Jeff Gomez is the Armada line edi- 
tor for Acclaim Comics. They are co-plot- 
ting the Magic: The Gathering-The Shadow 
Mage and Ice Age-A Magic: The Gather- 
ing Miniseries comic books for Armada. 
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Play ULTIMATE COMBAT — the game: From basic Foundation, edition cards at a store near you. 
only martial arts trading card Movement and white-belt cards. Dealers and distributors, call 
game developed and designed by То brown-belt, rare black-belt 1-408-725-0705. 
devoted students of the fighting and ultra-rare masters cards. ULTIMATE COMBAT. Now 


arts. You'll be using the awesome ULTIMATE COMBAT offers an уои can become the undefeated 
moves of karate, judo, taekwondo, ever-expanding world of realistic master of the martial arts! 
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ROLE-PLAYING GAMES 


With the arrival of collectible card games, fantasyland just keeps getting bigger and bigger. 


I spent the morning putting up 
shelves to hold the more than 
300 role-playing games, expan- 
sion sets and source books that 
have trickled into my house 
during the past year. Trying to 
stay on top of the entire role- 
playing industry is getting to 
be hard work. And you thought 
keeping up with the supple- 
ments for Magic: The Gathering was tough! 

The recent explosion in role-playing 
games (RPGs) has many people assuming 
that the concept originated with Dungeons 
& Dragons. But the roots of RPGs go back 
at least to the 18th century, when Euro- 
pean aristocrats amused themselves by 
pushing toy soldiers around tile floors 
to simulate military engagements. 
Elements of RPGs also appeared in 
Prince Valiant, an obscure 1950s 
board game based on the comic 
strip, and in the theatrical pre- 
sentations of the Society for 
Creative Anachronism in the 
mid- to late 1960s. 

The first recognizable 
RPG was born in a Wis- 
consin basement in the 
early 1970s. Gary Gygax, 
an insurance man with 
a penchant for design- 


ing games, was putting some finishing 
touches on a tactical combat game of the 
Middle Ages called Chainmail-complete 
with knights, lances and castles. As an 
afterthought, Gygax and co-conspirator 
Jeff Perren added a magic supplement 
that allowed knights to fling fireballs as 
well as smite each other with swords. The 
game was a flop, but the supernatural 
seeds had been planted. 

In 1974, Gygax and Dave Arneson pub- 
lished the first version of Dungeons & Drag- 
ons, which combined the combat rules of 
Chainmail with the fantasy traditions pop- 
ularized by Lord of the Rings author J.R.R. 
Tolkien. The game didn't look like much— 
three miserable booklets with ambiguous 
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Dungeons & Dragons (TSR): 
The first expansion mod- 
ules are released shortly 

eafter the ground-breaking 
D&D game. 
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The Dragon. Magazine 
(TSR): First gaming 
magazine. 


by Rick Swan 


rules and amateur-hour graphics. But it 
introduced a set of innovations that char- 
acterize RPGs to this day. 

Participants assumed the roles of imag- 
inary personalities (player characters) with 
traits and skills measured by numerical rat- 
ings; a warrior with a strength score of 15 
was more likely to smash open a door than 
a wizard with a strength of eight. An impar- 
tial referee (the Dungeon Master) described 
a scene in an imaginary world, then the 
players announced how their characters 
reacted. The referee tossed dice-including 
four-, six- and 12-sided varieties—to deter- 
mine the outcome. Taken together, the 
scenes composed an improvised story that, 
in the hands of an experienced group, could 
be as memorable as a rich novel. 

D&D stunned the hobby world by sell- 

ing a million copies during its first 
six years. Gygax quit his 
insurance job. 

In the wake of D&D, 
publishers knocked each 
other down in a rush to 
crank out their own RPGs, 
In the past two decades, 
hundreds of RPGs covering 
every conceivable genre 

have popped up. Want to 
play a Vietnam vet? Check 
out Recon. A spirit from the 
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H RuneQuest (Chao- 
sium): Introduces 

* ө ө Glorantha, first fully 
developed fantasy 
world. 


Traveller (GDW): First 
serious science fiction 
RPG. 


“Tie LORD OF THE Rings” 796, © J.R.R. TOWEN. TSR toco ™ & © TSR Inc. 
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nether world? Take a look at 
Wraith. Bugs Bunny? Try Toon. 

Fans of the bizarre can find a 
host of games that defy categoriza- 
tion. Teenagers From Outer Space stages 
extraterrestrial showdowns in shopping 
malls and fast-food joints. Macho Women 
With Guns serves up Amazonian duels with 
killer rabbits and drunken frat boys and 
offers an expansion kit called Bat-Winged 
Bimbos From Hell. The tone of many mod- 
ern RPGs is grimmer, edgier, because play- 
ers raised on slasher films and Image 
Comics tend to dismiss the fairy tale 
ambiance of D&D as kid's stuff. The blood- 
splattered Vampire: The Masquerade bears 
about as much resemblance to D&D as 
Deathblow does to Superman's pal Jimmy 
Olsen. 

Formats have changed along with sub- 


1 ject matter. The tacky pamphlets of the 


Whatever world you choose, the possibilities are 
endless. You con even play an animal activist... 


Call of Cthulhu 
Chaosium): 
roundbreaking 


orror game based 
n the stories of H.P. 
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Advanced Dungeons & 
Dragons (TSR): An upgrade 
of D&D, AD&D remains the 
hobby's biggest seller and 


most popular game. 


Lookin’ for 
larger-than-life adventures? 
Try anthing from cartoons 

to the supernatural. 


4 original D&D have been 

replaced by elaborate 
boxed sets packed with maps and posters. 
The Horror on the Orient Express supple- 
ment for Call of Cthulhu includes luggage 
stickers and a cardboard voodoo doll; Bull- 
winkle and Rocky uses plastic hand pup- 
pets. TSR, the publisher of D&D, has 
experimented with video tapes and com- 
pact discs featuring adventure clues and 
referee tips. 

Complex rule books are as thick as phone 
directories: the Advanced Dungeons & Drag- 
ons rules take up more than 400 pages, and 
the two volumes of Aria—where players 
assume the roles of entire countries—con- 
tain a whopping 800 pages. But endless 
chapters of dry rules have 

given way to texts with per- 
sonality; RPG rules have 
actually become fun to 
read. 
The collectible card 
game is the latest incar- 
nation in the RPG 
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ее Star Trek (FASA): Faithful 
adaptation of the first 
"Trek" series; early RPG 
based on a licensed prop- 
erty. 

Villains & Vigilantes (Fan- 
tasy Game Unlimited): 
First superhero RPG, 


dynasty. 
Sure, card games 
Jack Dungeon Masters, 12- 

sided dice and 10-pound rule 
books. But consider the similarities. In 
both types of games, players assume the 
role of someone else; the Magic player does- 
n't use a character sheet, but he's still pre- 
tending to be a wizard. Magic has life 
points; D&D has hit points, which are vir- 
tually identical. The RuneQuest RPG intro- 
duced a Magic-like spell-casting system, 
where players accumulate points that enable 
them to manipulate supernatural effects. 
Many card games come directly from RPGs: 
the Over the Edge RPG gave birth to the On 
the Edge card game, while the Spellfire card 
game lifts its monsters and artifacts from 
Dark Sun, Dragonlance and other Advanced 
Dungeons & Dragons products. 

The most notable similarity, however, 
is the dominance of the game world-an 
internally consistent, vividly imagined envi- | 
ronment that supports a strong narrative. 

"We notice a lot of interest in the game 
world from talk on the Internet and 
the mail we receive," says John 


e e DC Heroes (Maytai 
Sophisticated 
treatment of entire 
DC Universe. 


Dragonlance (TSR): AD&D vari- 
ant allowed players to recre- 
ate scenes from simultaneously 
published novels. 

Marvel Super Heroes (TSR): 
Entry-level RPG featuring Spi- 
der-Man, the X-Men and the 
Fantastic Four. 
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Nephew, president of Atlas Games and co- 
creator of On the Edge. “Both role-playing 
games and card games are based on the 
desire to tell stories. They just use different 
approaches.” 

Role-players learn about their world 
through free-form adventures, card play- 
ers through text on the cards. Both meth- 
ods encourage players to excavate their 
worlds a piece at a time, an experience that 
can be maddeningly addictive. Hard-core 
gamers gobble up scraps of information 
as fast as publishers dish them out. And 
what's Nephew hearing over the Internet? 

Ne want more!" 

Judging from last year's Gen Con Game 
Fair, where thousands of D&D aficionados 
and Magic fanatics scrambled for floor 
space in the Milwaukee Convention Center, 


€ e ө e e e GURPS (Steve Jackson Games): 
A Generic Universal Role Play- 
ing System for any genre, set- 
ting or character type. 
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Star Wars CWest End): 
Innovative adaptation 
of the film trilogy. 
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role players and card players have quite a 
bit in common. "We find a lot of crossover 
between the role-playing and card game 
markets," Nephew says. "Role players are 
among card games' biggest fans." The rela- 
tionship is bound to grow, as RPG and card 
game designers continue to share worlds 
and borrow mechanics. Nephew feels we've 
barely gotten our feet wet, imagining, for 
instance, an RPG that incorporates a card 
game to handle the spellcasting system. 
"There are many interesting mixtures and 
permutations." A Magic RPG? Don't bet 
against it. 

The intense interest in Dominia, the 
multiverse in which Magic 
takes place, caught its 
publisher, Wizards of the 
Coast, by surprise. They 
responded with five 
expansion sets, and 
more are planned 
They're finding out 
what role-playing 
publishers have known 
for a long time: Game 
worlds, whether they 
come from cards or 
RPGs, are infinitely 
expandable and 
generate an insatiable 
appetite for detail from ded- 
icated players. 

And you know what that means-I'm 
going to need more shelves. 10 


Rick Swan, columnist for Dragon Maga- 
zine, has designed and edited nearly 50 


role-playing products. 


Vampire: The Masquerade (White Wolf): b 
® © First entry in the go-for-the-throat Storyteller 


line, followed by Werewolf: The Apocalypse. 


Amber (Phage Press): First diceless RPG. e 1094. 
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ARMORY SPONSORS 


CA CITRUS HEIGHTS GATEWAY COMICS & GAMES: 726-8776 


CA COLTON АШ. STAR GAMES & HOBBIES 825-9706 
CA DIAMOND ВАН ALL-STAR GAMES. 598-5098 
СА EUREKA NORTH COAST ROLE PLAYING 444-2288. 
CA FULLERTON THE GAME CASTLE 871-5800 
CA GARDENGROVE BROOKHURST HOBBIES 636-3580 
CA SANDIEGO GAMETOWNE 291-1666 
CA SAN MATEO GATOR GAMES 571-7529 
CA WEST COVINA _ ALL STAR GAMING CENTER 339-0662 
CD EDMONTON-ALBERTA ADVENTURE SUPPLY LTD. 483-4263 
CO DENVER BONNIE BRAE HOBBIES 733-5879 
DE CLAYMONT BETWEEN BOOKS 798-3378 
DE FREDERICA FREDERICA HARDWARE 335-5219 
FL FT. LAUDERDALE COMIC & GAMING EXCHANGE 742-0777 
FL JACKSONVILLE: XENO'S 777-9306 
EL LAKELAND ^ FANTASY FACTORY 646-3813 
FL LARGO CAMELOT BOOKS & GAMES 535-4734 
г FL MIAMI SUNSHINE SCI-FI & GAMING CENTER 264-1250 
by b FL ORLANDO ENTERPRISE 1701 696-1704 
1 | | 7 GA COLUMBUS IRON TOWER 576-5226 
ID COEURID'ALENE THE BOOK WORM 765-0335 
IL CARBONDALE CASTLE PERILOUS 529-5317 
IL CHAMPAIGN BEAR PRODUCTIONS 355-6806 
жесе” 1) IL MOLINE THE GAME EMPORIUM 782-5577 
IL MT.PROSPECT GAMES PLUS 577-9656 
IN FORT WAYNE WIZARDS КЕЕР 471-4336 
ы ^ A ь IN INDIANAPOLIS GAME PRESERVE 571-9110 
Ап Expansion for Magic: The Gathering™ ТА DENHAM SPRINGS WIZARD WARS 800-241-0277. 
ME BATH TOY SOLDIER 443-3711 
MA BOSTON | COMPLEAT STRATEGIST 267-2451 
МА MALDEN EXCALIBUR HOBBIES 322-2959) 
MD BELAIR STRATEGIC CASTLE 638-2400 
MD BALTIMORE ARMORY MUSEUMMILITARY HIST 764-8100 
MD BALTIMORE CARD CONNECTION 800-227-3761 
MD FREDERICK BRAINSTORM COMICS 663-3039 
MD FREDRICK GAMING REALM 662-4263 
MD WALDORF ` SMALLWOOD VIDEO CENTER. 645-1981 
= MN MINNEAPOLIS PHOENIX GAMES 823-3222 
MOST LOUIS HOBBY SHOP 351-4818 
MS MERIDAN PETE'S CARDS & COMICS 693-2245 
MT MISSOULA TREASURE CHEST 549-7992 
NC CHARLOTTE DRAGONS NEST, INC. 596-9465 
NC GOLSDBORO HOBBIE QUEST 778-0668 
NC GREENSBURO COSMIC CASTLE 854-8844 
NH KEENE TOY CITY 352-3131 
NJ GRANBURY THE GAMER'S REALM 426-9339 
NU FAIRLAWN САМЕ MASTER LTD. 796-7377 
NJ WALDWICK BATTLE ROYAL GAMES 445-7755 
NJ WILDWOOD VARIETY PLUS 729-4381 
NY ALBANY ҒАМТАСО ENT. INC. 463-1400 
NY CHEEKTOWAGA THE DRAGON'SLAIR 677-0121 
“ NY NEW YORK — COMPLEAT STRATEGIST #1 800-225-4344 
NY NEWYORK — COMPLEAT STRATEGIST #2 582-1272 
NY NEW YORK COMPL. STRAT. #3 ВОСК. CENTER 265-7449 
NY PLATTSBURG FANTASTIC PLANET 563-2946 
NY ROCHESTER CRAZY EGOR 427-2190 
NY YONKERS THE DRAGON'S DEN 798-4630 
OH ATHENS ATHENS BOOK CENTER 592-4865 
2, ОН COLUMBUS THE DROWSY DRAGON 231-8534 
ОН NEWARK ^ COMIC SHOP PLUS 344-5471 
PA KING OF PRUSSIA _COMPLEAT STRATEGIST 265-8562 
PA PHILADELPHIA COMPLEAT STRATEGIST 563-2960 
SC № CHARLESTON GREEN DRAGON 797-2052 
TN NASHVILLE GAMES EXTRAORDINAIRE 883-4800 
TX DALLAS RIVERBANK GAMES. 800- 374-0307 
TX SANANGELO SPECIALTIES 655-7692 
TX SANANTONIO SUN COMICS 678-0559 
"i VA ALEXANDRIA EAGLE & EMPIRE GAME SHOP 360-5363 
jus, Ron SPENT VA DUBLIN EASTERN TREASURE CHEST 674:8719 
NUS VA FALLS ОНИНСН COMPLEAT STRATEGIST 532-2477 
VA MANASSAS COMIC WORLD 257-1322 
VA NORFOLK CAMPAIGN HEADQUARTERS 583-9451 
VA STERLING PARK WARGAMERS HOBBY SHOP 450-6738 
VT BURLINGTON  QUARTERSTAFF GAMES 863-3666 
IZ 7/7 S WA BELLEVUE GAMES & GIZMOS 462-1569 
WA KENT BOOKWORLD 824-9422 
WA LYNWOOD FANTASTIC GAMES & TOYS 775-4871 
WA SEATTLE GARY'S GAMES 800- 327-4292 
( A AS ARMORY OVERSEAS 
EN. COAST, BR - RIO DE JANEIRO- ALFARRABISTA DO RIO 22- 222-1385 
“(С OPEL CD - MONTREAL ARMORY CANADA:LAVENIER INT, (514) 341-1561 
ES-MADRID ALFIL JUEGOS 361-06-92 
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to work in the sales office, warehouse, and in 
product development. 
Fax your resume to 602-8140 ATT: Bill 


Fallen Empires™ and Magic: The Gathering ™ are registered trademarks of Wizards of the Coast, Ino, (in the U.K. 0602 ы 854632 fax / phone) 


ІН) ТП Eee eee ee eee eee еге рае ете ЦЦЦа(Це (а ра ре га ра ра ра (ее Трере/ ре га рае а (ааа рее ра даа середа ра рее алет [5] 


s 
B 
E 


DRAWN & QUARTERLY 


Due to the overwhelming demand for this special 
edition of InQuest, starting in April we've decided to 
continue bringing it to you on a quarterly basis. 


Starting in April, you'll have a chance to explore 
the gaming world and check up-to-the-minute 
prices four times a year. Each issue will be 
jam-packed with upcoming product news, 
articles on the people who bring you the games 
you love to play, and special contests like the 
premiere contest offering you the chance їо win a 
COMPLETE SET OF MAGIC: THE GATHERING - 
every single card! 


Reserve your copy now with the special card 
included with this issue. 


Brought to you by the creative team at 
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MAGIC: THE GATHERNG ™ & © WIZARDS OF THE COAST INC. Аш RIGHTS RESERVED. SOME ILLUSTRATIONS MAY ALSO BE PROTECTED BY SEPARATE COPYRIGHTS. 


How ro use THIS PRICE GUIDE 


Repeot after me: The following Inuest game card price guide is as accurate and upto-date os we could make it. There's 
some other stuff you should know, 100. —— » 

The prices listed are for cords in Near Mint condition. Near Mint cards should be os glossy and colorful as they were on 
the doy they came out of their packages. The focus should be good, ond a very small printer's ток is acceptable. Basically, 


Neor Mint cards ore welt printed and virtually Нее of опу signs of use. 
The Magic price guide lists low and high prices, which are just thot: the lowest and highest prices being charged for a 


given card in these here United States, Remember, though, that all values listed in these pages are only guides; prices may 
vary depending upon the local availability ond popularity of a cord. 

There cre several editions of Magic: The Gathering. The fist edition is actually split up into Alpha and Beta sets, both 
of which have block borders. The Beta cards are identifiable by their smaller comer radii. The next edition of Magicis called 
the Unlimited edition; it, [ke cll subsequent printings of Magic: The Gathering, поз white borders. Wizards of the Coast fo- 
lowed up with the Revised edition, which removed cards that were too powerful or confusing, 


CARD RATINGS 


eeeee THE BEST. These are cards thot should fit nicely into virtually every deck. Creatures with o five-star rating are 
usually gamebreakers; they're the ones that your opponents will pool cl of their resources into eliminating. 
Five-star spells are usually worth odding to a deck even if they are of the wrong color. Cards such os City of 
Brass, Celestial Prism and Mana Batteries can be used to produce the appropriate color of mana. 


EXCELLENT. These are the cards that go into winning decks. They're not always worth going out of your моу 
to accommodate, but if the color is right, these cards should find a place in most decks. 


AVERAGE. For the most part, these cords help round out о welHuned deck. Many cards in this category com- 
plement a variety of other cards that may be in your deck. Which cords you use from this category depend 
lorgely on what your deck concept is, and on what four- ond five-stor cords your deck contains. 


Nome Kind 
Mox Ruby ART 
Mox Sapphire ART 
Time Vault ART 
BLACK 
Demonic Hordes SC 
Drain Life. SOR 
Gloom EN 
lich EN 
lord of the Pit SC 
Nightmare SC 
Royal Assassin SC 
Sinkhole SOR 
Will0’-The-Wisp SC 
Word of Command — iNS 
Zombie Master < 
BLUE 
SU E ta ікезші tei INS 
[esee roingeyser 
оп either side, Gee MR 
Үч Control Magic EC 
Copy Artfact EN 
Counterspell INT 
A L P ШШ SOR 
Full Alpha Set (295) $1,875.00 $7,860.00 | "91у & 
Unlisted Alpha cards ore worth 3 to 4 times equivalent Revised cards. last WT 
i ting Low Price High Price tahomoti Djinn SC 
e IERCTÉ Kind ойу Rating ice High Pri Alona Short Wis 
ИТ) о у © 600 1000 | Frantusmal Fores 5С 
Black lotus ARR see 8000 10000 | Psion Blst INS 
Chaos 01b ШОК эө» 35,00 5500 | Sioh of Mind INT 
Copper Tablet ND OU = 400 — 800 ІШ Walk SOR 
Cyclopean Tomb АТ OR 4000 6500 TOM SOR 
Forcefield ЖГ R 4500 7000 ihe d 15 
Gountlet of Might МОК 5000 8000 ы INS 
Howling Mine МЮ К 10.00 11.50 үй Е oppelganger 5С 
1су Monipulator ART у Б ЫШ бш Eruption SOR 
Illusionary Mosk ATOR 5 
Jol Se RO U 800 1800 | GREEN 
Juggemaut Ko U 400 500 fee o К 
Mox Emerald MI OR 4800 7000 | роо NS 
Mox Jet MT R 4500 7000 | Bids of Porodise < 
Mox Рк RO R 4500 7000 | Стой 16 


POOR. This category includes топу common creatures and spells that are often passed over in favor of more 
powerful cards that have similar costing costs. It also includes cards that may seem powerful at first glance, 
but ore actually discorded more often than played. 


e THE WORST. There are three basic types of cords in this category. The first are those that con duplicate the 
bilities of another cord, but at a higher casting cost or other demand on the coster. The second includes 
spells whose uses are very obscure. There moy be on average card combination that includes these cards, but 
they are often too difficult to execute in order to be worth your while. Finally, there are cords that seem to be 
“filers.” They often leave players wondering if there is o good use for such cords. Usually, there isn't. 


INAPPLICABLE. These cards ore basic lands. You can’t win a game playing only these cards, but you con't win 
without ‘em, either. 


AC Artifact Creature INS — Instant 
ART Artifact INT. Interrupt 
EA Enchant Artifact LAN Lond 
EC Enchant Creature SC Summon Creature 
EE Enchont Enchontment SOR Sorcery 
EL Enchant Land (С Соттоп 
EN Enchantment U Uncommon 
EW Enchant World R Rare 
Rorty Rating Low Price High Price | Nome Kind Бойу Райд Low Price High Price 
R 4500 7000 | Channel SOR U 300 600 
R 4500 7000 | Cockatrice $ R 1200 1800 
R 4000 6000 | Ekish Archers 5С R 1500 2500 
Force of Nature SCOR 2000 3000 
ИЕЛ SR 1300 7000 
R 1800 25.00 | боео" Liege SC R 1500 7500 
(8 600 800 | Ice Storm SOR U 800 — 1100 
U 250 350 | Мамо! Selection INS в ° 2500 4000 
К 2500 4500 | Regrowth SOR U ео 200 300 
R 1800 2500 | Thicket Basilisk SU eeso 400 600 
R 1800 2500 | Timber Wolves с R eee |00 150 
КОШО me 
4.00 1 
R ” 900 1750 | Dwarven Demolition... SC U 10 1200 
R Ы 2500 4500 | Earthquake SOR R 1000 1 200 
R ee 1000 1250 | False Ordes NS C 40 60 
Fork Mo R 15.00 2240 
Goblin King SC R 11.00 [И 
R 3500 4500 | Ironclaw Ores € € 400 i50 
R 1000 1300 | Mano Flare EN R 9.00 SI 
U 250 400 | Orish Arillery SU 5.00 1000 
0 250 350 | Orish Oriflamme No U „600 1500 
R 8.00 1200 | Roging River N R 25.00 m 
U 400 500 | Red Elemental Blot т С 20 зи 
R 1100 1500 | Rock Hydro SX R 000 T 
C 750 1200 | Sedge Troll SR 15.00 s 
R 1200 7000 | Shivan Drogon © R 15.00 $000 
R 1200 1800 | TwoHeoded Giot 5 R 35.00 Fr 
R 11.00 — 1500 | Woll of Fire S Uu 2.50 1n 
R 11.00 1800 | Wall of Stone S Ш 2 af 4000 
U 3.00 4.00 | Wheel of Fortune SR R 10.0 
| (0 10.00 |. ul 
! 17.0 | WATB 
R 40.00 55.00 | Armageddon SR R 11.00 00 
R 35.00 4500 | Black Word ко | 1% 20 
C 700 1000 | Blaze of Glory NS В 2.00 4 7 
с 50 1:00 | Blue Word кой 125 00 
R 1200 1800 | Cide of Protection: Red EN С 50 75 
R eee 1000 1540 | Consecrate Lond A u 700 1200 
Conversion NO U 2.50 4.50 
Crusade EN R 10.00 18.00 
R 11.00 1400 | Death Ward І5 С 50 1.00 
H 1200 — 1700 | Green Word ко 125 700 
R 14.00 24.00 | Istond Sanctuary EN Г oe 15.00 2500 
0 700 10.00 | Кото HU ecce 400 5.00 
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: p UM Kind Rarity Rating Low Price High Price 
i ; кыр N Kind Rarity ойд Low Price High Price Nome | m ү esee 300 — 4500 
ind К Rating Low Price High Price lame e 110 200 |  TwoHecded Giant 100 150 
Nome Kin arity -" бз | oo 1 To fi и 1 
" esee 1400 2000 | Немо Imp 4 325 50 | Wall of Fire 600 800 
Northem Polodin — SC R 2 1200 2000] Poule ЕК pone S 750 | Wheel of Fortune SR К 
Personal Incamation SC R paa 125 2.00 Pestilence н К Ун 25 50 
Red Ward Е П] ee 1000 1500] Роде Rats SC t pem 25 50 | WAITE Nn 500 8.00 
Reverse Damage 5 R esee 1000 1500 | Raise Dead SOR | А 100 200 | Bolonce PAL 2000 3500 
Righteousness INS R ee — 1000 1500] бабе INT 0 ah 100 200 | BhreofGloy ЕТ 500 750 
Savannah lions SG GR 1000 15.00 | Scavenging Ghoul 5 нер 300 5,00 | Blessing 0 100 100 
Serra Angel Stee xd 1100 1200]  Sengir Vampire sce yw =æ 140 200, бей EN 500 10.00 
Veteran Bodyguard 57 К - 40 600] шт № 0 ese 30 600 | Consecrate land E II 100 — 70 
White Knight XD I ES mee ына XR C 225 5 50 | Conversion EN 50 
White Ward БКО зз ПШ ОШ Ter о к 0 600 | юш ШШЕ 40 «00 
With of God № R f Hon a DM жо UE ШІ nee к C B5 m 
Weakness .00 40. 1.00 1 
Word of Command INS К p % Кото А n l 700 900 
m мак emain ж | 100 | E) 
BLUE 30.00 Y 'esurre 700 4 
Ancestral Recall INS | 100 — 200 | Sena Jol "s a | 100 — 100 
Animate Artifact a R 5.00 70 gni pans Wer 0 700 1000 
Braingeyser 5 0 150 250 voran Boga ы | 700 1000 
Фе кл 10 20) Wich 
Control Magic 5.00 
Copy efc ae 5 50| LANDS um 600 90 
Своме Bond E 500 700 | Войт Н 600 90 
1: You may give one Drain Power SOR i 1.00 2.00 | Bayou UN R 1000 1500 
ein о Feedback Е 600 1040] Plateau R esee 4400 900 
Е ШЕ] кс 5 50 | бошой Te &0) 900 
Phantosmol Terrain E f 4.00 m aen W Н 600 10 
ЕШ : ` 000 600 
| Bd led. E С AR d 50 | Tropical Island Ш R 600 — 900 
Power Sink М X sm м T ы ОЛ 60 90 
D Priori Bist AD E NA a M 1 600 90 
BETA /UNLIMITED, $2125.00 | Psyc Venom Е. t zi 5 ip Volcanic Islan 
p ars Sea Serpent 1.00 4 
Мын я GOD) 132500 177500| Sion’ Cll Eo 40 70 
Pics for Beto cards. Unlisted Beto cards are worth 2 to 2.5 times Skit of Mind ШАШ К E i 30 
ivolent Revised cords. pell Blo І 4 
ia Soh eget co Ше ri Bas 
э ай ime 1 . 
Nome Kind Койу Roing Low Pice High rice | тоны Шш E 200 ш 
Twiddle 0 E 
ARTIFACTS UNT es 150 n Unsummon INS Г ЕШ 1200 
Bik Las ARI RO өө» 7000 9000) irn Doppelganger SC R 40 70 
ТІ m Rm OU pen 1.00 1 ш Volcanic Eruption m | 100 150 
Casi Pim. Шү cm 100 0250) ийй 5 
Choos 08 ATR ee 30) 17 
Don MEE NE ME NE E. ой 12 um 
Copper Tablet RO U ль 2. 300} Besek | T p 6.0 0m 
pid Rod ART OU os Ы 4000 | Bids d Paradise NU ei n 
ч Comouflage 4 E 
Gycopenn Tomb Ж R ым Ca^ kA ол SR U p: 25 
Dingus Egg ART R ы 6000 | Cm NS C 00 1010 
wee m P T€» Wu Ra D od im a"! REVISED EDITION 2. 
Gauntlet of Migl | 7 6.00 T ull Set 
пао ME 700 ыа С R 80 80 : "Em ke High Pe 
Howling Mine ИП 0 Sas 2000 4000 біз 19 SR U 100 — 150 | ше Kind ойу іш Low Price High Price 
oo MES Uo Se ME. Ia ey cu 40 60) ARTIFACTS esee ш 400 
1Побопоу Mask RO R 2 10 300] (m п R 100 150] Addins lomp AR Ши 
lron Star wu pe 100 2000] (void € Uu 100 — 150 | Aladin’ Rig ART | = 20 — 30 
Ivory Cup м | pem 500 1500 Lieforce EN U 4.00 7.00 | Ankh of Mishra ART | E 200 3.00 
lode Statue AD U ve 500 700) (дш fA К 600 900 | Armageddon Clock A Н 50 150 
mol” ш о уз аю а oo | ить хо їй soon | бо м | 10 100 
Kormus Bel 200 4 Elves 20. ў " 200 — 300 
imde Шо о Sy iad Seen CN 10 do | УК M er 50 100 
Mana Vout 601 \ T Mon | E ү 
Hex Emeni ШІ ж » M m "e ce u 40 100 | (йт AT 1 de. 1 
Mor Jet ШОК OZ 400 000 Wid Growth a C Clockwork Beost Eo мы 
к= т шо ш s s бшш d a. 
Mox Ruby 40.00 ; ED у 2.00 .00 
Шеше. M OR 5 10 Deine ж | Шоу Meum | 100 10 
ейт Dis 4.00 н Dragon Whelp : j ШЫ 200 .00 
Sol Ring AN. T LO 10 ды Dwaen Demolition. x 1 5 P UM vinh A 6 3 и 300 
Soul Net n ее 1.00 еп Warriors 4 y 30 5.00 
Throne of Bone AM U ооо 3000 4000 Daren, EC Б 3.00 aw Ebony Horse ART : 200 300 
Eu. РІ rc €É 4 ome pi mo Ss mm Bi 2 m 
Winter Orb Es 100 200| ii t ! Шш 300 — d 
Wooden Sphere. AD OU Gohin alos Brigade x R m p. Hen 90 am m : 3.00 5.00 
Goblin King R i 3.00 fing i | R 400 600 
poen ЕШ 55 a eu oe gC NE оон Ш | 0 10 
Г on | 1 8.00 Ivory С ATO OU Е 1.00 
Bod Moon B | мо 20 Keldon Warlord SC 5.00 ү Cup 
EE 2 ар fete mR im e| mem, ж R im 10 
Dork Rua N 40 600] М; | 0 go | 1 Meath 20 — 300 
Darkpact SOR К 150 3.00 | — Qrish Artilery SC 1.00 Jandor’s Ring A R А 1 
Dali mou 600 800| rish Orifamme No U 400 $00 | допісы р 20 300 
Demonic Hodes sc OR 200 300| ever Suge B R 20.00 00 Joyemdoe Tome MT R 200 — 300 
Demonic Tutor Қы P 1250 150] Raging River EN Н 7.00 ш Juggernaut A u 1.00 in 
Evil Presence EL ( 25 ЕЛЕКТІ $ Н 5.00 sp | Kous Bel тор 30 5 Ш 
Fear к 0 1.00 2.00 | Sedge Troll 5 i 1.00 г Library of Leng ND y 15 1. 
Gloom D о 2000 40007 Sione Giant 5С i 10 2.00 | Living Wal A y осоо 55 — 100 
lih NE: 1000 — 1800 тта SOR 
Lord of the Pit à 
Nether Shadow SR 
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Nome Kind Койу Койпд low Price High Price Nome Kind Роу Кайд Low Price High Price | Nome Kind — Rory Кїї Low Price High Price 


Mana Vault MNT R . 2.00 2.00 Copy Artifact EN R 3.00 5.00 Thicket Basilisk SC |] ecc 1.00 200 
Meekstone AT OR е 3.00 4.00 | Counterspell м u 1.00 2.00 | Timber Wolves Sc R өөө 200 3.00 
Millstone AT R 2.00 3.00 Creature Bond EC C 10 10 Titonia’s Song EN R ove 3.00 4.00 
Мыз Мог Machine АС R 3.00 5.00 Drain Power SOR R 4.00 5.00 Tranquility SR C еее 10 20 
Nevinyrral’s Disk AT R 3.00 5.00 Energy Flux IN U 50 1.00 Tsunami SOR | > .50 1.00 
Obsionus Golem AC U 50 1.00 рей. Е U 50 100 Verduran Enchantress | SC R LÀ 3.00 5.00 
бше! K R 2.00 3.00 Flight EC C 10 20 Wall of Brambles SC | e.. 50 1.00 
Omithopter AC | 30 -&0 | Hurky!’s Recall № к 3.00 400 | Wall of ce SC П] ceo 50 1.00 
Primal Clay К R 1.00 3.00 Island Fish Jasconius 5С R 3.00 5.00 Wall of Wood SC C - 10 20 
Rock, The AT U .. 1,00 2.00 Jump NS C 10 10 Wanderlust EC | evo 50 50 
Rocket Launcher. т К ce 2.00 3.00 lifetap EN U 50 1.00 War Mammoth 5 C е... 10 10 
Rod of Ruin ND U ooo 50 1.00 Lord of Atlantis. SC R 4.00 8.00 Web EC R ы 2.00 3.00 
Sol Ring т U ecco 1.00 2.00 Magicol Hack т R 4.00 6.00 Wild Growth Е C LÀ 10 10 
Soul Net т U Ld 50 1.00 Mahamoti Djinn SC R 500 7.00 
Sunglasses of Urza Ж R LN 3.00 5.00 Mona Short № к Ld 3.00 4.00 RED 
Throne of Bone AD OU Dd 50 1.00 Meifolk of the Trident 5С C bad Ло 20 Мод SC C е 10 20 
Winter Orb ART R ae 2.00 3.00 Phontasmal Forces 5 U .. 50 1.00 Burrowing EC C eee 50 1.00 
Wooden Sphere ID | LU 50 1.00 | Phontasmal Terrain EL C өөө 10 20 Chaoslace мМ R ovo 2.00 2.00 
Phantom Monster SC U Lg 50 1.00 Disintegrate SR C cove 20 30 
Pirate Ship SC R "ө. 3.00 4.00 Dragon Whelp SC | ecco 1.00 2.00 
Power Leak Е |5 . 10 20 Dwarven Warriors SC C өөө 10 20 
Power Sink NT C aes. 10 20 Dwarven Weaponsmiths 5С U ovo .50 1.00 
Prodigal Sorcerer SC C cecco 10 -20 Earth Elemental SC U see 50 2.00 
Psychic Venom. EL C oo 10 20 Eorthbind EC C өзө 10 415 
Reconstruction SOR C СЯ 10 20 Earthquake SOR К eco 4.00 5.00 
Sea Serpent SC is oo 10 20 Fire ementi SC U ег. 2.00 3.00 
Serendib Efreet 5С R > 6.00 8.00 Fireball 5% € ecco 20 30 
Siren’s Call WS у ee 50 1.00 Firebreathing EC C eseo 10 20 
Sleight of Mind NT R eeose 4.00 5.00 | Flashfires SR U ecco 75 1.00 
Sh, codi Dak we Spel Blast нис gee | ok NTR ee 500 800 
Disk begins tapped bur Stasis EN R ooo 3.00 4.00 Goblin Balloon Brigade 5С U ecco 50 100 
ЕСТ Steal Artifact AU oe 1.00 200 | Goblin King sc в eco 500 6.50 
Thoughlace M R see 100 200 | бик SC К өө 300 50 
Unstable Mutation © € ove 10 20 | Gray Oe € c ғ. 10010 
Unsummon NS C 10 20 Hill Giant SC C ee 10 10 
BLACK Vesuvan Doppelganger 5С R 7.00 900 | Hurloon Minotaur < C eo 10 10 
Animate Dead к u Volcanic Eruption SOR Е 3.00 5.00 | Keldon Warlord S u eco 1.00 200 
Bad Noon нок Wall of Air SC U 50 1.00 Kird Ape SC C е. 10 10 
Black Knight Ц Woll of Water 5 U bd 30 1.00 | lighting Bolt N C od 20 30 
Bog Wraith «| Water Elemental с и - 50 1% | моеот N R ee 300 400 
Contract from Below SOR В Mana Flore B R eoo 4.00 500 
Cursed Lond ü U Manabarbs EN R ee 200 250 
Dark Ritual С АП] S № p 300 400 
йип SOR R Mons’ Goblin Raides SC C о Ш 15 
Deathgrip No U Orcish Але So 0 eooo 50 120 
Deathiace NTR Orcish Oriflamme Ной ooo 100 200 
Demonic Attorney SOR R Power Surge EN R essee 200 3.00 
Demonic Hordes XR Red Elemental Blt. М С ee 10 20 
Demonic Tutor SOR U Roc of Kher Ridges sR eee 300 400 
Dain Life SOR C Rock Hydro OR ooo 600 800 
Drudge Skeletons € C Sedge Troll SCR ooo 300 500 
Енші GR Shaver 500440000000 
Eig Roiders € € Shotterstorm So Uu ooo 100 200 
Evil Presence. ü U Shivan Dragon SC R eee 900 1500 
fear K € Sii fH R m 200 300 
ҚЫ Shade i f Stone Giont с 0 eo» 50 1 0 
loom 2 
HowlfomBeond — MS С GREEN Зра i wi F m» f 
Hypnotic Speche SC U Aspect of Wolf К Ro 20 500 | uiis rol «о уо о че 0 150 
lord of the Pit SC R Birds of Poradise SC R өөө 50) 7.00 Wall of Fire < | ot 50 1.00 
Es last ЗВ н iod Fu Г ove 50 — 100 | Wallof Stone € 0 ove 50 1.00 
lether Shadow ockatrice 5.00 6. 5.00 
Netting np x Cow am € C 0 60 | oMedofotne Әй к em 400 
Nightmare sc rumble WS U 10 20 
Paralyze кос Desert Twister SR U 100 15 үш ко E 200 300 
Pestilence No с Fish Archers X BP 300 500 | Armageddon S P 50 6.00 
Pogue Rats € t Fostbond ок e 300 100 | Bine sor В 30 40 
Raise Deal SR C Fog 5 С ovo 0 20 | маю & C 0 20 
Royal Assasin С В Force of Nature SOR == 600 — 800 | ink Ward сой o 100 
Әшіісе шт О XR 400 600 | е, {OR 30 — 400 
быв К С бш; Liege X R 400 600 | мени ку 9 15 
Scavenging Ghoul SC U Giant Growth 5 С 10 20 | о BU 5 1.50 
Sengir Vampire. % U Giant Spider 5 C 10 20 Circle of Protection: Black ЕН C 10 10 
Smuboun NoU Gizzly Beurs & c 10 20 | Code of Protection: Bue С wo 20 
басе М P Nuray aR U н SO 1ш | Git Poti: Geen С @ № 
Tenor NS С Instill Energy E | 0090 1.00 200 | Circle of Protection: Red EN С 10 20 
Unholy Strength К C пш Telok x с E 10 20 Circle of Protection: White EN C 10 20 
Woll of Bone S U Kudzu HR ° 200 30 | Converin М U 100 150 
Morp Artifact и К ley Іші X 0 50 1.00 | Crusade NO R 40 5.00 
Weakness к € Lifeforce WNO U 50 100 | Death Wod NS C 10 10 
VIO The Wisp SR lih т R 200 300 | [бейш С 10 10 
Tombie Master so R Living Artifact B R 2.00 3.00 | Eye for an Eye INS R 3.00 4.00 
living Londs EN R 2.00 4.00 Farmstead ü R o 2.00 3.00 
BLUE Шопомог Elves 5 C 10 20 | Green Ward iC | воо 50 1.00 
Air Elemental с 0 ше | К | 30 1.00 | Guardian Angel INS с dee J0 10 
Animate Artifact и U Regeneration K € 10 20 | Heating Solve NS C ооо 10 10 
Blue Elemental Blast МС Regrowth SOR U 50 100 | Holy Ama E € coo 10 10 
ШІ sor R ovb Sprites X t€ 10 20 | Holy Strength КС ве 10 10 
Clone $ | A Shanodin Dryads SC ( e000 10 -20 | Isand Sanctuary EN R оо 3.00 4.00 
Control Magic кой sooo 100 110 | Steam of lfe к € = 10 20 | Komo н U see 1.00 2.00 


INQUEST 31 


Nome Kind Rorty Rating Low Price High Price Nome Kind й Ring Low Price High Pri i " : rss 
Lance кош - 50 — 100 | Fishiver Oil i t | ss | 00 ip d bu mb ab cc ee od 
Meso Pegasus SG 6 ее. 10 20 | ying Mon & € E im Шш Coy Stia 7 Ms t 75 100 
йз 5 Е == ш RUD | Goni Toti S& ^ iss 10 20 [шиший КО К 00 00 
Feared Unicom с те 10 20 | Islond FishJosconius — SC К - 600 — 800 | Coral Ht f f 
Реті талша: С К >” 500 — 600 | Merchant Shi SOR f i ел a А 1000 
Әтеке INT R see 20 240 | ито 5 R е... 1200 000 p p" A t ЕШ ET 
Red Ward к 0 sees 5) 100 | Serendib Din € R M 20 үп ngine М C 50 1.00 
Resurecfon SR U esee 50 100 | Serendib Eheet в MOD — 2200 | бшш NI RENE t, 
Reverse Damage INS R eee 40] 500 | Sinbod ор 1000 1500 о gol ded ylex Ат R 1000 1500 
Reverse Кішіу WS U e 50 — 100 | Unstble Motion К С i me ми m. Ш 
Righteousness INS В ө — 400 60 E 4 fry Tone Ж U 400 600 
Samite Healer SC C өөө 10 20 GREEN ra оте АТ R 4.00 6.00 
Savannah Lions SC UR eoe 200 300 | Cyclone IN R 400 — &00 Nil ae "i U 4.00 500 
Sera Angel S Ш eeose 300 500 | Desert Twister SR U £00 — 800 | Hh Wor Mak C d ШШ, aloes 
Swords o Plowstares NS U eesse 5) 100 | rap Honey CIE ар жш шш 800 1000 
Veteran Bodyguard ХУ R -- 500 60 | hmm Dim SR + $m m m ма 200 30 
Wall of Swords € Uu өөөө 75 20 | Ghacban Oge © c 2 10 — 200 ed à ү 4 42 200 300 
White Knight su soe 100 200 | ЮУК Eheet с R .. 900. 1500 | Pima Coy Kod Е 20 00 
теі) (ҚОЛ ш 10 | м йс, М 20 Pack The” мии 
ei f ^; Asp 5 С - 200 300 i К 0 3 
PANDI Saxo NS C . 200 300 Bie uide ri у 2m 300 
Badlands шок «е зш 70) | шш ӘБ ү dur "MD CM auae г ИШ MD 
Bayou uN OR Sea m T f эйи Zegon AT C A 50 
Forest ш c — © | RED Tablet of fi Ko l VR 
Island UNC — © O | (шіп SR 2000 — 3000 | Tomes Ca ШІ 10.00 dd 
Mountain WN C — 105 05 | Ai Bobo < R 1000 1500 БШ d Ш i 4.00 Т 
Plains WN C — 05 СЛИ Ali from Coiro S R 3000 4900 | Temas’ Wen RTO U 400 id 
Рағш UN R == 50 7:00 | Bid Moiden € cC тата жаа ACA 1000 1400 
Savannah ии R =© 500 700 | Deset Nomads o c 200 300 | теа KR 300 1200 
Scublond UN R © 500 700 | Hur Jackal & C 300 — 400 | Use 1000 1 00 
Suomp WN C — (05 05 | Кре < or M 200 | Uzos Cuite. hi t 15 E: 
Tigo UN Ro see 500 700 | Magnetic Mountain SC Е 500 700 | Urza's Mi DOR ое 800 1700 
Topical Island WN R seee 500 7.00 | Moe Djan SCR &00 1000 | Wal of Spat 40 5 
Тіліп шо к seee 500 700 ЕЛІ x c im eo | Wom ши: im — 4m 
Undegoud Sea — UN В seee 500 70 ЕТІ в oe 120 Иш | Mene ту = Me 0 
Volcanic Island UN R cooo 5.00 7.00 : 00 Yotion Soldier AC C е. E 75 
WHITE BLACK 
a D ! SCR 1200 7000 | Artifact Possession и € 15 100 
m BITS шш 40107 d$ 5 
е E A lounting Win у! 
fe hi on Eye № R 6.00 1000 пто Gremlins “ос 15 1.00 
ХН a R 2000 3000 | Piestof Yougmoth SC C . D EE 
Н ШЕ nri R . 8.00 15.00 Xenic Poltergeist SC U so. 3.00 4.00 
пи cavalry r t e 70 30 Yawgmoth Demon 5С В “ 1200 15.00 
Repentant Blacksmith 5С R өөө 800 1200 BLUE 
Shoharazad SOR в . 700 1000 | бюбоз Restoran | SOR С z 5 1ш 
War Elephant & f ee — 200 300 | Energy Flux NU ese — 1300 400 
LAND Insts heal N А ooo n 10.00 
LANDS ‘ower Artifact ый 5 д 
бта of Baghdad UN К 6.00 10.00 Reconstruction SOR С see 45 10 
Gy of Bross UN R 1000 2000 | Sage of lotNom a Te . 275 100 
С W c m E Tronsmute Artifot — SOR U ese — 300 400 
ARABIAN NIGHT$ <=” HephontGrowyod АН — R 1500 2500 | GREEN 
Full Set (77) $560.00 $925.00 Kani of WakWok. UN R 1500 25.00 Argothion Pixies SC C 45 1.00 
тау of Alexandria — UN К 10.00 20.00 Argothian Treefolk sc C 15 1.00 
Nome Knd ойу іт Low Price High Price Oasis UN R 600 1000 | (їйї SC U 3.00 400 
ARTIFACTS Сите № c 75 10 
Aloddin’s Lomp AT U өзе» 6.00 8.00 баев” Avenger sc R 1200 1800 
Монй Ring RTO U eee 600 80 Powetleech и OU 300 400 
Bottle of Suleiman АТ R ooo 00 800 Тїї Song NOU 200 3.00 
Bross Man. AC | ооо 300 5.00 
Ciy ino Bottle ATR ° 170 — 2000 RED 
| Dancing Scimitor AC R ооо 5.00 7.00 Artifact Blast WNT C ° 415 1.00 
| Ebony Horse R R ° 6.00 8.00 Мод S с ee 15 1.00 
Flying Carpet RT R osoo 6.00 8.00 Detonate SOR U e» 4.00 6.00 
Jondor's Ring R R oo 6.00 1000 Dwarven Weaponsmiths SC U eve 2.00 3.00 
Jndo’s Soddlebogs АТ В soe 600 1000 Goblin Artisans U ce 200 30 
Jeweled Bid МОЁ ° 6.00 — 1000 Окі Mechanics к C J5 — 100 
Pyramids А R 1500 — 2500 Shatterstorm sor R 800 — 1000 
Ring of Ma'ruf NI К 15.00 25.00 
Sondols of Abdallah АГ К 1000 15.00 WHITE 
Argivion Archaeologist SC К 1200 1800 
| BLACK ipi Bicis x c b: 10 
Coumbojji Witches S C 1.00 200 Aniifoct Wor Е ae 00 
tia a R 500 00 | ANTIQUITIES B»... Gidle. Protection: Ant Н U eeee 700 900 
Erg Raiders L € oo 40 50 | Full Set (85) 5395.00 518500 Damping Field NOU . 2.00 3.00 
Guardian Beast 5 R eee 30.00 5000 й Martyrs of Korlis SC | 9. 4.00 5.00 
Heston 0де EE g 7$ 150 | ше Kin Roly Войт Low Pice High Pico | Revs Ply Be. dem ^ 10 
Junun Efreet m T i Б ARTIFACTS LAND 
Juzom Djinn . . Amulet of Kroo ART оо LANDS 
Kobal Ghoul с R 00 20 mesa мо 2 TE cop. (ееш о U 60 аш 
Оле No C 200 400 | shoo Ar ит e 500 600 | Моз Workshop ш R 9.00 1000 
Sorceress Queen SR 800 — 1500 | Ashnod'sBotieGear МТ U 300 400 | Ship Mine lod | 6.00 7.00 
StoneThrowing Devils. 5С с eee 2.00 350 | ТАШЛЫ ART U 400 500 Urza's Mine lod С 2.00 3.00 
Battering Rom AC C "50 75 Urza's Power Plant lod С 2.00 3.00 
| BLUE Bronze Toba мо 00 ш | үшіне ш C o œ 20 30 
| tan % € n 10 200 | (оборо of Townos ART В «әвәс 1000 1500 | панинин 


32INQUEST 


LEGENDS 
Full Set (310) 

Nome 

ARTIFACTS 

Atcbaro’s Carpet ART 
Alchor’s Tomb ART 


Avena of the Andents — ART 
Block Mana Battery ART 
Blue Mona Battery ART 
Bronze Horse AC 

Forethought Amulet ART 
Gountlets of Choos ART 
Green Mono Battery ART 
Hom of Deofening | AT 


Knowledge Vault ART 
Kry Shield ART 
Life Chisel ART 
life Matrix ART 
Mono Matrix ART 
Marble Priest AC 
Mirror Universe ART 
North Star ART 
Nova Pentacle ART 
Planar Gate ART 
Red Mona Battery ART 
Relic Barrier ART 
Ring of Immortals ART 
Sentinel AC 


Serpent Generator ART 
Sword of the Ages ART 


Triassic Egg ART 
Voodoo Doll ART 
White Mano Battery | ART 
BLACK 

Abomination 5 

Abyss, The EW 
All Hallow's Eve EN 

Blight EL 

Cotton Ants 


SC 
Cheins of Mephistopheles EN 
Cosmic Horror SC 
(үйрет Mummy — SC 
Dorkness INS 
Demonic Torment EC 
Evil Eye of OrmsBy-Gore SC 
Fallen Angel 5 
Ghosts of the Damned 5С 


Giont Slug SC 
Glyph of Doom INS 
Greed EN 
Headless Horseman SC 
Hell Swarm INS 
Helfire SOR 
Hell's Caretaker SC 
Horror of Horrors EN 
Imprison EC 
Infernal Meduso SC 
Jovial Evil SOR 
Lesser Werewolf $ 
Lost Soul SC 
Mold Demon SC 
Nether Void EW 
Pit Scorpion SC 
Quagmire EN 
Shimion Night Stolker — SC 
Spirit Shackle EC 
Syphon Soul SOR 
Tokklemaggot EC 
Touch of Darkness INS 
Tronsmutotion INS 


Underworld Dreams EN 
Vampire Bats SC 


Rarity 


з= с = = с = «= = с\ RENE RERERRBAA гэ у єз с= = = сч (ч э э BOARS 


$2,100.00 $3,100.00 
Rating Low Price High Price 
esee 1700 2000 


1200 1800 
1200 1800 
600 1000 
1200 1800 
1000 1600 
200 300 
2.00 2.00 
1200 2000 
1200 7000 
200 300 
3000 4500 
1000 7000 
1000 1800 
1200 7000 
600 1000 
1.00 200 
1200 2000 
1000 1600 
1800 2500 
1200 — 2000 
900 1500 
900 1500 
&00 1000 


1500 1500 
5 100 
300 — 400 


А 50 15 
ooo 50 1.00 
. 50 1.00 
.. 800 1710 
oo 15 1.00 
. 15 1.00 
1500 20.00 

1800 7500 

3.00 4.00 

1200 2000 

3.00 4.00 

1200 2000 

ooo 3.00 4.00 
eo 50 15 
° 1200 18.00 
eo» 12.00 20.00 
oo 50 15 
oo 3.00 4.00 
3.00 4.00 

J5 25 

50 50 

3.00 4.00 

3.00 4.00 

15 15 

600 8.00 

50 EU 


Nome Kind 


Walking Dead SC 
Woll of Putrid Flesh — SC 
Wall of Shadows 5С 
Wall of Tombstones 5С 


Wretched, The Ed 
BLUE 

Kid Roin. SOR 
 AntiMagic Aura. EC 
Azure Drake $ 
Backfire К 
Boomerang INS. 
Brine Hog 5 
Devouring Deep $ 
Dream Coat К 
Elder Spawn $ 
Enchantment Alteration 115 
Energy Top SOR 
Field of Dreoms EW 
Flash Counter INT 
Flash Flood 15 
Force Spike INT 
Gcseous Form K 


Glyph of Delusion INS 
Inthe Eye of Chaos EW 


Invoke Prejudice EN 
Juxtapose SOR 
Lond Equilibrium El 
Mana Drain INT 
Port Water SOR 
Psionic Entity SC 
Psychic Purge SOR 
Puppet Master К 
Recall SOR 
Relic Bind EA 
Remove Soul INT 
Reset INT 
Reverberation INS 


Sea King’s Blessing INS 
Segovion Leviathan SC 


Silhouette INS 
Spectral Cloak К 
Telekinesis INS 
Teleport INS 
Timo Elemental SC 
Undertow EN 
Venarian Gold EC 
Wall of Vapor 5 
Wall of Wonder 9С 
Zephyr Falcon 5 
GOLD 


Adun Ockenshield 5 
Angus Mackenzie % 
Arcades Sabboth SC 
Axelrod Gunnarson SC 


Ayesha Тапка SC 
Barktooth Warbeard 5С 
Bartel Runeoxe 5 
Boris Devilboon 5 
Chromium sc 
Dakkon Blackblade Sc 
Gabriel Angelfire SC 
Gosta Dirk SC 
Gwendlyn Di Cord SC 
Holidone 5 
Hazezon Tomor 5 
Hunding Gjomersen SC 
Jacques le Vert SC 
Jasmine Boreal SC 
Jedit Ojonen SC 


Jerod of Closed Fist 5С 
5 


Johan 
Kosimir the Lone Wolf SC 


Kei Tokdhosti 5С 
Lady Cabrio 5 
Lady Evangela 5С 


lady of the Mountain, The SC 
lody Orca 5 
Livonya Silone 
Lord Magnus 
Morhoult Elsdragon SC 
Nebuchadnezzar 

Nicol Bolos 


Pallediar!Mors sc 
Pavel Maliki SC 
Princess Lucrezio sc 
Ragnar SC 
Ramirez DePiatro 5 


Ramses Overdark $ 


Койу 


жеее-е 


реле. 
= con сэ гә сэ сэгә = сас 


#ә = э CSR зэ лә сш сш 2з CCR эе зо сє ROCCE RE эз рО ээ >= зә ээ рә эә ээ сє эз. зә зә зо ээ 


Rating Low Price 


eoe 45 


one: 25.00 
$ 4.00 
2. 3.00 
15.00 
3.00 
18.00 


High Price. 


Name 


Rasputin Dreamweaver 
Riven Turnbull 
Rohgahh of Kher Keep 
Rubinia Soulsinger 

Sir Shandlor of Eberyn 
Sivitri Scarzom 
Sol’kanor Swamp King 
Stongg 

Sunastion Falconer 
Tetsuo Ümezawa 
Tobias Andrion 

Tor Wauki 

Torsten Von Ursus 
Tuknir Deathlock 
UrDrago 

Yaevictis Asmadi 

Xira Arien 


Rarity 


DLL = с= = гә сє гэ зэ с=с= зэ эзс= зе 


Rating 
ЕЕ 


Low Price 


12.00 
4.00 
15.00 
20.00 
4.00 


High Расе 


18.00 
5.00 
20.00 
25.00 
6.00 


GREEN 
Aisling Leprechaun 
Моют 

Avoid Fote 
Barbary Apes 

Cot Warriors 
Cocoon 
Concordant Crossroads 
Crow Giant 
Deadfall 
Durkwood Boars 
Elven Riders 
Emerald Dragonfly 
Eureko 

Не Sprites 

Floral Spuzzem 
Giant Turtle 

Glyph of Reincarnation 
Hornet Cobra 
Ichneumon Druid 
Killer Bees. 

Living Plane 
Master of the Hunt 
Moss Monster 
Pirie Queen 
Pradesh Gypsies 
Robid Wombat 
Rodjan Spirit 
Rebirth 
Reincamation 
Revelation 

Rust 

Shelkin Brownie 
Storm Seeker 
Subdue 

Sylvan Library 
Sylvan Paradise 
Typhoon 

Untamed Wilds 
Whirling Dervish 
Willow Satyr 
Winter Blast 
Wolverine Pack 
Wood Elemental 


RED 

Active Volcano 
Backdraft 

Beasts of Bogardan 
Blozing Effigy 
Blood Lust 

Brute, The 
Caverns of Despair 
Choin Lighting 
(еше 

Crimson Kobolds 


> nidis LL LL LLL зә зә сє (-\ єз єз LR 


пез» 


Nome Kind 


Crimson Manticore 5 
Crookshank Kobolds — SC 


Disharmony INS 
Dwarven Song INS 
Etemal Wonior EC 
Faling Stor SOR 
Feint INS 
Firestorm Phoenix sc 
Frost Giant SC 
Giont Strength EC 
Glyph of Destruction |65 
Grovity Sphere EW 
Hyperion Blacksmith 5С 
Immolation EC 
Kobold Drill Seargent С 
Kobold Overlord SC 


Kobold Taskmaster SC 
Kobolds of Kher Keep 5С 


land's Edge EW 
Mountain Yeti 5 
Primordial Ooze sc 
Pyrotechnics SOR 
Quorum Trench Gnomes SC 
Raging Bull ( 
Rothi Berserker SC 
Spiral Vilain sc 
Storn World EW 
Tempest Еее! SC 
Well of Dust 5 
Wall of Earth SC 
Wall of Heot sc 


Wall of Opposition — 3C 
Winds of Change EW 


WHITE 

Akron Legionnaire SC 
Alabaster Potion INS 
Amrou Kithkin SC 
Angelic Voices EN 
Cleanse SOR 
Clergy of the Holy Nimbus SC 


D'Avenant Archer 5 
Divine Intervention EN 
Divine Offering INS 
Divine Transformation ЕС 
Elder Lond Wurm sc 
Enchanted Being SC 


Equinox EL 
Fortified Area EN 
Glyph of Life INS 
Great Delender INS 
Great Wall EN 
Greater Realm EN 
Heaven's Gate INS 
Holy Day INS 
Indestructible Aura INS 
Infinite Authority EC 
Ivory Gucrdions. SC 
Keepers of the Faith SC 
Kismet EN 
lond Tox EN 
lifeblood EN 
Moat EN 
Osai Vultures 5С 
Petra Sphynx $ 
Presence of the Master ЕН 
ШИ 15 


Remove Enchantments 15 
Righteous Avengers 5 


Seeker K 
Shield Wall MN 
Spit ink x 
Spiritual Sanctuary EN 
Thunder Spirit x 
Tundra Wolves 5 


Rarity 
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ЗАМ QUEST 


Rating Low Price 


For every point of 
damage rarget creature. 
does, you gain 1 life. 


High Price. 


Nome Kind Койу Rating Low Price High Price 
Visions 5% | ee 3.00 4.00 
Wall of Coltrops SC C .. J5 1.00 
Wall of Light SC U өө 4.00 4.00 
LANDS 

Adventurer’s Guildhouse LAN | e 3.00 4.00 
Cathedral of Serra UN U . 3.00 4.00 
Hommerheim А U 3.00 4.00 
Karokos ин | 3.00 4.00 
Mountain Stronghold LAN — U 3.00 4.00 
Pendelhaven UN U 4.00 5.00 
Seoforer’s Quay UN U . 300 4.00 
Tabernacle Pendrell Vole LAN К ese 1200 1800 
Tolorio LAN U өю 3.00 4.00 
Unholy Citadel LAN |] е 3.00 4.00 
Urborg UN U ... 300 400 


Full Set (119) $310.00 5450.00 
s hers Kind ойу Rating Low Price High Price 
Borl’s Cage ART R өеее 400 6.00 
Bone Flute МОй . 300 400 
Book of Ross AT U ee 3.00 4.00 
Coal Golem AC U . 300 4.00 
Dork Sphere ART U 3.00 400 
Diabolic Machine AC U 3.00 4.00 
Fellwar Stone мт U 4.00 5.00 
Fountain of Youth ART U 4.00 5.00 
Living Armor ND U 4.00 5.00 
Necropolis AC U 3.00 4.00 
Reflecting Mirror NT U 400 5.00 
Runesword ART U 4.00 5.00 
Scorecow к | 400 500 
Skull of Om AN U 3.00 400 
Stonding Stones AN | 3.00 5.00 
Stone Colendat Ж R 5.00 7.00 
Тотон" Crypt AOU 300 400 
Tower of Coireall т U 3.00 4.00 
Wand of Ith AT U 300 4.00 
Wor Barge AT U 3.00 5.00 
BLACK 
Ashes to Ashes SOR C 25 50 
Banshee SC U 3.00 4.00 
Bog Imp X C 25 50 
Bog Rots 5С C 50 1.00 
Curse Artifact EA U 200 3.00 
Eater of tho Dead SU 400 500 
Fallen, The с u 300 100 
Frankenstein's Monster SC R 6.00 10.00 
Giove Robbers C R 400 — 700 
Inquistion SOR C ° 25 50 
Marsh Gas № С ё 75 50 
Мик Dwellers 5C С ө 75 50 
Nameless Race с в 400 5.00 
Rog Mon SG R 600 800 
Season ofthe With Шор 400 700 
Unde Istvan X I 400 500 
Word of Binding SR C г. 25 50 
Worms of the Earth EN R Š 5.00 7.00 
BLUE 
Amnesia 
Apprentice Wizard R | J m E v 
Dance of Many EN Ё 4.00 600 
Deep Water N c 75 50 
Diowned SC C n 50 
Electric Eel $ U 48 400 
Erosion ü C 3.00 
Flood а 2) 
Wy 30 — 400 


Nome Kid Rory Rating Low Price High Price 
Ghost Ship SCC sooo 25 50 
Giant Shark SC C 225 -50 
leviothon SC R 8.00 12.00 
Mano Vortex EN R 4.00 6.00 
Merfolk Assassin SC и 3.00 4.00 
Mind Bomb SOR R 4.00 5.00 
Psychic Allergy EN R 5.00 7.00 
Riptide INS C 225, 50 
Sunken City EN C 25 50 
Tangle Kelp EC U 2.00 3.00 
Water Wurm SC C 25 50 
GOLD 

Dork Heart of the Wood ЕН C eee 25 50 
Marsh Goblins SC 3 bod 225 50 
Scarwood Goblins SC C “ 25 50 
GREEN 

Comivorous Plant SC C 25 50 
Elves of Deep Shadow — SC U 3.00 4.00 
боео” Touch EN C 25 50 
Hidden Path EN R 400 5.00 
land Leeches SG. € 25 50 
lurker SCR 400 6.00 
Marsh Viper SC C 25 50 
Niall Silvain SC R 4.00 6.00 
People of the Woods — SC U 3.00 4.00 
Sovaen Elves SC C 25 50 
Scorwood Bandits SC R 4.00 6.00 
Scanwood Hoy SC l 300 4.00 
Scavenger Folk SC C 25 E 
Spitting Slug SC U 3.00 4.00 
Tracker SC R 4.00 6.00 
Venom EC C 25 50 
Whippoowill S Uu 300 4.00 
Wormwood Treefolk 5С R 400 6.00 
RED 

Ball Lightning SC R 6.00 10.00 
Blood Moon EN R 6.00 8.00 
Brothers of Fie S U 300 4.00 
Cove People SC U 3.00 4.00 
Eternal Flame SOR К е 400 6.00 
Fire Drake. 5 U s» 300 4.00 
Fissure NS C eese 25 50 
Goblin Caves EL C see 25 50 
Goblin Digging Teom SC C ss; 25 50 
Goblin Hero SC £ oe 25 50 
Goblin Rock Sled SC C es; 25 50 
Goblin Shrine EL C ees 25 50 
Goblin Wizard SC у eese 400 6.00 
Goblins of the Flag SC C өөө 25 50 
Inferno INS Е ooo 4.00 6.00 
Mana Clash SOR К . 4.00 6.00 
Orc General 56 U 300 5.00 
Sisters of the Flame SC U 3.00 4.00 
WAITE 

Angry Mob 5с Uu е. 4.00 6.00 
Blood of the Martyr INS U . 300 400 
Brainwash EC C oo 25 .50 
Cleansing SOR R 4.00 6.00 
Dust to Dust SR С 45 50 
Exorcist SC R 6.00 8.00 
Fosting EN U eo 3.00 4.00 
Festival NS C <. 25 50 
Fire and Brimstone INS U 3.00 4.00 

Holy light NS С 25 50 

Knights of Thom SCR 400 6.00 
Marty's Cry SR R 400 600 
Miracle Worker SC C 25 50 
Morale INS С 25 20 
Pikemen € € 25 50 
Preacher с R 600 1000 

Squire SC C ж 25 50 

Tivador's Crusode SOR U z 3.00 400 

Witch Hunter SR e 500 700 

LANDS 

City of Shadows lod В 5.00 7.00 

Maze of Ith lod U 3.00 5.00 

Sofe Hoven lond К 5.00 7.00 

Sorrow's Path lond R 4.00 6.00 


To get power ratings for the new 
N EM 
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Тон. hu stans нр. Sra ТЕКС Tee Next белем: 


AR Ава MI Hissien 

Dl [етта OUT Outpost 

EQ Equipment PE Fersonnel 

EV Бет SH Slip 

INT Interrupt 

Rarities 

С Common 8 Uncommon 

R Rare 

Full limited Set (363) $800.00 
Full Unimited Set (363) 245.00 


Prices пе for Limited cords, which have black bor- 
des, Пе all the cards pictwed on this poge. 
Unlimited ards, which have white borders, ore worth 
055 times equivalent Limited cards 


Name Type Койу Price 
FEDERATION 

Abert Einstein PE R 10.00 
Alexander Rozhenko кой 10 
шпа Nechoyer PE R 80 
Asso Осоно FOU 10 
ШАД PE U 10 
Beverly Crusher PE R 25.00 
(йону сх 
Christopher Hobson fe ( Ж 
Deion Ийе EC OX 
Dro PE R 7000 
Deanna Tri PE R 2500 
Dr La Forge Е R 80 
Dr Lech Brohms Е Е 80 
Di, Selor EU 10 
the Pressman PE U 10 
Hrs Е U 200 
аши Outpost Ou C .50 
тїш Papp fo ( 2 
tea Amid Shanthi Е И 100 
ий La Роде PE R 1000 
Gisti Ес Ж 
Ниш Во, к U 10 
Јени fgg Е R 8000 
Jenna (сең PE U 300 
Koel Odan PE 10 
K'Ehleyr Е R 80 
Leah Brohms PE Е 800 
Lindo Larson E С 25 
Lwaxoma Trj PE К 800 
Т Ес Ж 
Mendon EC D 
Morgon Bateson PE R 800 
Mot the Barter PE U 100 
Neela Doren PE К 800 
Nikoli Razhsnko PE U 200 
Norah Satie PE U 100 
Reginald Borday PE R 000 
Richard Golen PE R 600 
Rio PE U 100 
Rolaren PE R 2000 
Runabout жс 25 
Soek PE R 800 
Sock PE R 800 
Shelby PE R 800 
Sinon Tarses E C 25 
Sir soat Newton PE R 700 
Sino Kemi PE U 10 
Sito Joxa E С 2% 
Soren PE U 200 
Stel Type II Phaser fo ( 2 
Tait EC 25 
Ton bun PE R 6.00 
Tasha Yor Е R150 


Noms 
Тол 


Thomas Rit 
Toby Russell 
TP 


n 
Typa V оне 
USS. Britain 
USS Enterpise 
055, Excelsior 
155 rhy 
USS. Hood 
155. Mind 
USS еа 

$ 


055 Sutherland 
155 Yarato 
Yash 

Wesley (лайн 
Williom T. Riker 
Wof 


Бшш 
cues mutiny 


кает 


бош 
Gomon 

LK.C. Bortos 
IKC. Bunk 
ІКС Heglrto 
IKC Кот 
IKC Pagh 
ІКС Qu'Vot 
ТКС. Моо 
IKC. Vom 
ШП 
Kahless 
argon 

Kell 

Kog 

Ke'eg 
Klingon Disruptor 
Klingon бироз! 
Kingon PADD 
Ктр 
Konmel 

Kual 

Koroth 

Konis 

Komm 

Кта 

KTesh 

Kurak 

Kun 

KVoda. 

Ха 

ши 

Norg 
од 

14 

Torok 

Terol 

үп 

ogh 

po 


cC 
йар 


Name 
ROMULAN 
Aider Jorok Е 
Войо Е 
D'deridex. 5H 
Devoras SH 
Golathon Е 
Hookona SH 
Joron и 
Jera PE 
Паша SH 
Mendak Е 
Ми Е 
Movar Е 
Neral FE 
N'Vek Е 
Polteth PE 
Риф Е 
Porem Е 
d SH 
Romulan Disruptor n 
Romulon Outpost QUT 
Romulon PADD E 
Science Vessel SH 
Scout Vessel E] 
Sela PE 


Nome 
NON-ALIGNED 


Amaia 
Вот Е 

Bok п 
Combat Vessel H 

Devinoni Ral d 

Dr. ек r 

Dr. Веуда T қ 
Engineering 

ingen PADD E 
Eton Jol Е 

Evek E 

бот А 
Husrock Ship P. 

Ishora Yor 5 

Jo'Bil a 
Medial Kt 

Medical Ticorder Юю 
Mercenary Ship EI 
Norik PE 
Oe i 
Roga Danar 

Tider к 
Vekor Р 
Yridrian Shuttle SH 
Tibatan Transport si 
EVENTS AND INTE! 
Шеп Groupie ІШ 
Жеп Probe B 
Amondo Rogers M 
AntiTime Anomaly B 
Asteroid Sonctuary INT 
Atmospheric lonization B 
моде Sequence INT 


Bynas Waipontniencemen EV 
(1055 


vil The INT 
pe Overload INT 
Tistorion Field ү 
Distortion of. Continuum Т 
Emergency Transporter ‘Armbands ІП 
Energy Vortex ш 


scape Рой 
Ege feu Magen. EV 
Espionage: Kingon/Federation EV 


Type Rudy Рае 


RRUPTS 
Е 500 


Nome Туре Жау Price 


Espionage: Romulan/Federation EV С 25 


Espionoge: Romulan on Klingon EV С — 25 
Ful Planet Ston Wi UU 200 
Goos in Normal Space. ү ou 20 
Genatronic Replicator ы (20 
Goddess of Empathy BER 500 
HoloPijectors WU 300 
Honor Challenge INT R 500 
Hugh INT R 800 
Incoming Messoge—Federaton INT U 1.00 
Incoming Messoge—Klingon [Т U 100 
Incoming Messoge-Romun INT U 1.00 
Jagon Shrek—Information BrokerINT R 6.00 
Juggler, The Wr U 200 
Kevin Unbridga Wr U 200 
Kivas Fojo—Collector ү U 200 
Klingon Death Yell WI R 500 
Klingon Right of Vengecnce — INT C 25 
LifeForm Scan Wr U 200 
long Ronge Ston МС % 
Lore Retums WR 80 
Love's Fingernail ER 1000 
loss of Orbital Stability ПС 25 
Masaka Transformations ү u 200 
Metophasc Shields w u 30 
Near Warp Tronsport NT U 100 
Neural Servo Device м у 200 
Nutational Shields ү u 30 
Palo Toff—Alien Troder м с 25 
Porte Fountain м C 25 
Patten Enhancers н „Ж 
Plasma Fire ус 2 
QNT С 55 
(2 NT U 200 
Вова tha Stakes ү u 400 
Red Mert мс 50 
RESO м € 25 
Rogue Borg Mercenaries INT c 5 
Scan мс 25 
Ship Seizure С 25 
‘Sparedock У С 25 
Static Worp Bubble Wc x 
Subspace Interference т 25 
Subspace Schism NT U 100 
Subspace Мар Rift NW t 25 
Supernova W R 1000 
Tachyon Detection Grid мс 25 
Telepathic Шел Kidhoppers Ш 200 
Temporal Rift М u 200 
Tetryon Field NW iC 25 
Tronswarp Conduit М U 200 
ішсін, The: Trons м 200 
ration/Klingn К С 50 

Treaty: Federaion/Romulon М С 5 
Тесу: Romulon/Kingon М С 50 
Vukan Mindmeld m uU 100 
Worp Core Breach WV в 600 
Where No Опе Hos Gone Before EY C 25 
Wormhole тс Ж 


Excavation 


Nome Type Кому Price 
ARTIFACTS, DILEMMAS 
AND MISSIONS 


y u 100 
Nien Por M u 100 

h ис 25 
Ancient Comput Ш в 500 
cher (со 5 
Armus—Skin of Evil и R 800 
Avent Disaster M R 50 
Borday’s Protoplasmic Disease DI R 600 
Betnzoid Gift Box AR R 1500 
Birth of "lunio" u u 200 
Borg Ship и R 1200 
Chohoth 0 u 20 
Cloaked Mission. м U 1.00 
Cosmic Sting Frogment їй y n 
Cover Installaton, “с 25 
Gi M u 0 
Gy "y D R 8&0 
Сиһ! Observition М в 50 
Cythetions D R 50 
Diplomacy Mision ми 10 
бе Creature 0 0 20 
Evon м u 10 
оше Те М R 4.00 


Nome Type Roi Pice 
Excavation мс 

Explore Black Cluster м R 

Explore Dyson Sphere М R 

Explore Typhone Expor М R 

Expose Covert Supply M U 
Extrocion. м R 
Femole’s Love Interest ü c 

Fever Emergency M C 
Firestorm ии 

First Contact м | 

Gravitic Mine й Uu 
Hologram Ruse ии 
Horgo'hn R R 

Hunt for DNA Program м R 
HyperAging 81 

konio Investigation м R 

(копол Computer Weapon Os. 
Impassable Door И Е 
Interphase Generator AMOR 
Investigate Alien Probe. М к 
Investigate Anomaly M C 
Investigate корее № Е 
Investigate Disturbance М Е 
Investigate Mossocre M R 
Investigate Raid M R 
Investigate Rogue Comet М Р 
Investigate “Shattered Spoce” MI R 3. 
Investigate Sighting M R- 3.00 
Iwestigate Time Contnuum М R 30 


Khitomer Research шой 
Krios Suppression Mo U 
Кооп Gome из 
Kulan Naikes ARR 
Mae's Love Interest с 
Motrarhal Society й 1 
 Metlical Relief M 
Menthor Bocby Тор Di 
Micobifi Colony 0 
пой Di 
Nogilum 01 
Nantes 01 
Nowscoans 0 
New Contact M 
Nim Met Postes Di 
ШЕ 0 


Pegasus 

Phosed bj 

Plunder Site M 

Portal билі i 

Q 

Rotioacve Garbage Sow 01 

Rebel Encounter D 
Е Mission М 
Fatigue ПІ 
i Mission Mi 

Restore Front Moon Н 

Sorenko 

Sarhong Plunder 

See! Savane 


нот 


Shy Lenka Puls a 
Ste Nebula M 
St Posma Streamer 
Suy Selor lim и 


Th 
Tr Trl Pod 
Tox Uthat i 
Tsiolkovsky Infection 

a Ci 


INQUEST 
CHECKLIST 


Fallen Empires YY 


Іште 
ARTIFACTS 
Id 

Воп of Restoration 
Conch Hom 

Def’ Cone 

Deli’ Cube 

тооп (үй 

Een Lye 

Implements of оске 
Ring of Renewal 

Spit Shield 

үл Sword 


BLACK 

Ати Тай 

Basel Тый 
Breeding Pit 

Derelor 

Ebon Prostor 
Hymn to Touroch 
Initiates of the Ebon Hand 
обо Thrl 
Necite 

Order of the Ebon Kond 
Soul Exchange 

Тай (отра 
Thnil Retainer 

Thal Wizord 
Touroch’s Chant 
Tourach’s Gate 


Homorid Spawning Bed 
Homorid Worrior 


Seasinger 
Svyelunite Priest 
Tidal Flats 

Tidal influences 


Vodalon Soldiers 
Vodalion Wor Machine 


GREEN 
Elven Fortess 
Elvish Former 
Etish Hunter 


Night Soil 


Тюш 
Tholid Devourer 
ite Druid 


їз Chant 
fs Case 


Во 
Dwoven тоет 


Cotopult 
eutenont 


Type Rarity Rating 


ove 


p 
p 
. 


C 
E 
у 
R 
R 
C 
C 
C oo 
C 
C 
у 
R 
у 
uU 
U 
R 


36! NQUEST 


Nome 


Dwarven Soldier 
Goblin Chirugeon 
Goblin Grenade 
Goblin Ной 
Goblin Kites 
Goblin Wor Drums 
Goblin Мотел 
Orcsh (аріп 
Ürcish Spy 

Ок Veteran 
00 

Raiding Porty 


Combat Medic 
Forelits Priest 
Forel’s Mantle 
Forel's Zealot 
Hond of Justice 
Heroism 

katian Infontry 
cation Jovelineers 
Kation Lieutenant 
Kafan Moneychanger 
сооп Phalanx 
1сойоп Priest 
kation Scout 
lcafon Skimishers 
lotion Town 
Order of Leitbur 


LANDS 

Bottomless Voult 
Dwarven Hold 

Dworven Ruins 

Ebon Stronghold 
Havenwood Battleground 
Hollow Trees 

cation Store 

Roinbow Vole 

Ruins of Trokoir 

Sond Silos 
Swyelunite Temple 


Tren 


(0 Combot 
С Common 
U Uncommon 


Type Койу Rating 


аф 


Equipment 
Ma 
Reaction 
Retainer 


Rore 
Vorpire 


Nome Rorty Type Choracterstic 
codem Hunting Ground U 


Aching Buty 
Каф 
Aid from Bats 
Al's Ату Apparatus 
Amaranth 
Anarch Revolt 
Anarch Troublemaker 
Ancient Influence 
Ancilo Empowerment 
Animolism 
коле ішу 
Archon 
Arms Deder 
‘Army of Rats 
Arson 
Art Museum 
Ascendance 
Assoult Rifle 
Asylum Hunting Ground 
Aura Reading 
[К 
Autakis Persecution 
Bockways 
Borrens, The 
Bastord Sword 
Behind You 
Betrayer 
Bewitching Oration 
Blood Bond 
Blood Doll 
Blood Fury 
Blood Puppy 
Blood Roge 
Bloodhunt 
Blur 
Body of Sun 
Bomb 
Bonding 
Boxed In 
Brainwash 
Bribes 
Brujah Frenzy 
Brujoh Justcar 
Bums Rush 
Burst of Sunlight 
Business Pressure 
(атаййа Exemplary 
Conine Horde 
Got Burglary 
Cat's Guidance 
Couldion of Blood 
Celerity 
Choinsow 
Change of Torget 
Chantry 
Charming lobby 
Chamas the Imp 
laws of the Dead 
Cook the Gathering 
Computer Hacking 
Concealed Weopon. 
Conditioning 
Conquer the Beast 
Consenguineous Boon 
Conseng. Condemnation 
Conservative Agitation 
Cryptic Mission 
Cryptic Rider 
Cultivated Blood Shortage 
Cunctator Motion 
Curse of Nitocris 
Dawn Operation 
Day Operation 
Dendtnd Aley 
Deal with the Devil 
Deer Rifle 
Deflection 
Delaying Tactics 
Disoming Presence 
Disguised Weapon 
Disputed Territory 
Distraction 


Dodge 

Domain Challenge 
Dominate 

Drogon breath Rounds 
Drain Essence 
Dramatic Upheaval 
Drawing Qut the Beast 
Dreod Gaze 

Eagles Sight 

Eorth Control. 

Earth Meld 

Eco Terrorists 

Effective Management 
Elder Kindred Network 
Elder Librory 

Elysium: The Arboretum 
Embrace, The 
Enchanted Kindred 
Enhanced Senses 
Entioxcement 
Faceless Night 

Fake Out 


Fast Honds 
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MA — Тепе 
M Toreador 
(Q (еу 
0 (йү 
M Bujch 
(0 
M 
MA 
PA 
PA 
M 
MA Tremere 
PA Frince/Justicor 
A Brich 
Ю Мітізт 
MA Toreador 
MA 
Ю 
MA — Mokoüon 
© ‘Auspex 
MA 
қ 
MA бодї 
M 
Q 
(O Obfuscate 
L^] 
M Presente 
AC 
NA 
0 
(0  Thovnotugy 
AC Prnce/Justcar 
(0) Celeity 
@ Protean 
E 
м Dominate 
@ 
M 
M 
M 
PA 
к 
(0 Thoumatugy 
AA Presence 
PA 
0  Anmalism 
AC Celerity 
RE пішіні 
(0 Thoumatugy 
M 
@ 
АА 
MA Tremere 
AC Presence 
RET Tremere 
(0 Protean 


AA Obfuscate 


CO Obfuscole 
AA Dominate 
CO Мітшізт 
Pa 
PA 
PA 
АС Thaumatugy 
M 
ПА 
PA 
MA 
M fortitudo. 
AN Fortitude 
0 
M 
Ю 
RE Dominate 
RE 
M Presence 
(O бише 
PA 
К Celerity 
0 
PA 
NA 
0 
(0 Thounatugy 
т 
(0  Arimalsm 
RE Presence 
RE luspex. 
мо окоп 
oO Proteon 
ІШ Gongel 
NA 
RE Vente. 
NA 
NA 
AC 
к Presence 
Е Auspax. 
AC Presence 
м 
(0 
NA 
AC Dominate 
CO (өну 


Nome Койу Type Choroderistic 
Fast Reaction CORE Auspex. 
Fifth Tradition: Hospitolity U АС Prince//lusticor 
First Tradition... R РА Prince/lusticar 
Fists of Decth R (C Potence 
Flok Jocket сю 

Fome Thrower U E 

Flash со Celerity 
Flesh of Marble R (0 Protean 
Form df Ghost со Protean 
Form of Mist 00 ШЕ 
Fortitude см 


.44 Magnum 
>й 


2 


24 Magnum 
Fourth Tradition... 
Fragment of Book of Nod 
Freak Drive 

Frenzy 

бөле of Malkav 
болуге! De-evolution 
Gongrel Justicar 
Ghoul Escort 
Ghoul Retainer 

Giant's Blood 
Gird Minions 
Gloser Rounds 
Gleam of Red Eyes 
Golondo—Inner Peace 
богет the Undligned 
Grove Roling 
Grenade 
Growing Fury 
Gypsies 
Hoven Uncovered 
Hawg 
Hell Hound 
Hidden Lurker 
High Stokes 
Homunculus 

Hostile Tokenver 

{egal Search and Seizure 
Immortal Gropple 
Indomitobilty 

Infernal Pursuit 
Information Highway 

IR Goggles 

Ivory Bow 

15, Simmons Esq 
Jackie Therman 

Kindred Inteligence 
Kindred Restructure 
Kindred Segregation 
Kindred Society Gomes 
Kine Dominance. 

Kine Resources Contested 
rights, The 

KRCG News Radio 
Labyrinth, The 

Laptop Computer 

Lega! Manipulations 
Letter Кот Vienna 
lextalionis 

life Boon. 

lost in Crowds 

Loyal Street Gang 
Lucky Blow 

‘Madness Network 

Magic of the Smith 
Majesty 

‘Major Boon 

Malkavian Dementia 
Malkavian Justicor 
Malkavian Prank 
‘Molkavion Time Auction 
Monstooper Rounds 
‘Mask of 1,000 Foces 
Masquerade Endangered 
Masquerade Enforcement 
Metro Underground 
Mighty юре 

licent Smith 

Mision Top 

Minor Boon 

Misdiredtion. 

‘Mob Connections 
Monocle of Clarity 
Movement of Slow Body 
Movement of the Mind 
Ait. Winthrop 

Muddled Vampire Hunter 
Murder of Crows 


EQ 
AC Prince/Justicar 
MA 
AM Fortitude 


MA Molkavion 


(0 Protean 


AC Dominate 
АС Dominate 


(0 Potenco 
AL бөлегі 


AC Obfuscate 
RET Pioteon 
[0] Potence 


(0 Fortitude 
@ (йу 


M Toreador 
AC боле 


AL Brujch 
MA Nosferatu 


AC Presente. 


АМА Obfuscole 
AL ШШ 


MA Malkavion 


АС Thoumaturgy 
(0 Potence 


ІШ. Molkaviow 
МА Molkovion 


РА Princ fior 
© Рие 


AC Proteon 
(0 Thoumoturgy 


AL Molkovian. 
RET — Animolism 


Nome Ranty Type Characteristic 


Night Moves 

Nimble Feet 

Nosferatu Justicor 
Nosferatu Puttescence. 
Obedience 

Obfuscate 

Open Grote 

Outcast Mage 

Owl Companion 

Porty Stift. 

Patagia 

Peace Treaty 

Physchic Projection 
Police Department 
Poliicol My 

Political Backlash 
Political Fux. 

Potence 

Powerbase: Chicago 
Powerbase: Washington 
Proxis Seizure: Atfonta 
Provis Seizure: Boston 
Provis Seizure: Водо 
Prois Seizure: Cleveland 
Proxis Seizure: Dallos 
Praxis Seizure: Houston 
Provis Seizure: Micmi 
Provis Seizure: бесте 
Provis. „Washington 
Proxis: Solomon 
Presence 

Proteon 

Prohacted Investment 
уе 

Psychic Projection 
Psychic Veil 

Pulled Fongs 

Pulling Stings 

Pulse of (опг 

Rock, The 

Rompage 

Ropä Healing 

Rat's Warning 

Raven Spy 

Read Intentions 
Regaining Upper Hond 
Renagade Garou 
Renegade Garou 
Resplendent Protector 
Restoration 

Reversal of Fortunes 
Ritual Chollenge 

Ritual of the Bitter Rose 
Rotschrock 

Rowan Ring 

RPG Launcher 

Rumors of Gehenna 
Sobbot Threat 
Saturday Night Special 
Sawed Off Shotgun 
Scom of Adonis 
Second Tradition: Domain 
Seduction 

Sengir Dogger 
Shattering Blow 

Short Term Investment 
Sidedlip 

Sixth Tradition... 

Skin of hight 

‘Skin of Rock. 

Skin of Steel. 

Slashers, The 

Slum Hunting Ground 
Smiling Jack the Anarch 
Social Charm 

Sociaty Hunting Ground 
Society of Leopold 
Soul Gem of Etrius 
Spawning Рой, The 
Зри Touch, The 
Sport Bike 

Spying Mission 

Stoke 

Storm Sewers 
Submachine Gun 
Succubus Club 

Sudden Reversal 
Surprise Influence 
Talbot's Chainsaw 
Tasha Morgan 

Tasha Morgon 

Toste of Vitoe 
Telepathic Counter 
Telepathic Misditection 
Telepathic Vote Counting 
Temptation Great Power 
Thodus Zho (Hoge) 
Thownolugy 

Theft of үсе 

Third Tradition: Progeny 
Threats 

Thrown Gate 

Thrown Sewer lid 
Toreador Justicor 
Torn Signpost 

Tro fir 

Trop 

Tremere Justicar 


у 
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Ю Obhscate 
(Q (бей 


RE Dominate 


AL Tremere 
RET — Animolism 
РА Prince /lusticot 
КОО Коби 


Т” 


O (йү 
AC Auspex 
АС Obfuscate 


RE Dominate 
AC Auspex 


AC Potence 
AC Fortitude 
RE Animolism 
RET  Animolism 
[0] Auspex 


AL Gongrel 
М Gongrel 
RET Тшей 
AC Fortitude 


AC Gongrel 


РА Prince/Justicor 


@ 
@ 

AM Toreodor 
RE 

AA Dominate 
0 

(O әке 
M 

CO (йу 
АС Pince/lusicor 
id Fortitude 


Fortitude 
Fortitude 

БТ 
Nosferatu 


0 
(0 

AL 

MA 

M 

AC Presence 
MA Toreador 
MA 

0 

MA Nosferatu 
RE Auspex 
t 

AM бше 
MA Nosferatu 
tQ 
ім 
M 
RE 
tQ 
RET 
RET 
[4 
13 
AN 
т 
AL 


Шрек 
Auspex 
Auspex 
Justicar 
Tremere 

M 

(0 Тотошду 2 

К 

AA Dominate 

(Q Мише 

(Q іше 

А 

0 Potence 

MA 

(0 

А 
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Nome World 


Knights of the іше OL 


Ноте Word # 
6 

Goodland DL 7 Shield of Humo 00 
8 
9 


Silvonesti OL 


# None World # 

47 Imbue with Spell Ability ш | 3 

4 43 Insect lague o | 4 
m 44 Plone Shift ш |5 Мы D Crossed Blades 00 
45 Неј od | & бутш D Spit ofthe Que Shu 0 
ТЕЛІ; D) | 7 Sonst DL | 10 The Skull of зола 00 
47 Shades ш | 8 Сте DL | 11 ткз Minor ond Stoff DD 
48 Vompiic Touch D) | 9 NothemEgoh DL | 12 Tokhisis’s Minor ond Sword DL 
49 Hold Person D) | 10 SouhemErgoh DL | 13 Tokhisis's Abyssal Gateway 00 
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(CON'T FROM PAGE 40) 


and tap to untap target creature). If you're 
playing green, include Instill Energy to 
make your Sorcerers even more lethal. 
Keep in mind, however, that a simple 
Disenchant or Shatter can often foil even 
the most devious of plans: you should always 
have more than one way to deal damage. 


DEFENDING 

But dealing damage alone doesn't make an 
effective deck. You must be able to counter 
your opponent's cards. To be strong against 
a variety of opponents, your deck must be 
able to deal with all of the four perma- 
nents (cards that are put into play and 
remain there until destroyed): Artifacts, 
Creatures, Enchantments and Lands. 

+ Of all the colors, White is best-equipped 
to respond to cards on the table. Between 
Disenchant, Swords to Plowshares (remove 
target creature from game) and Armaged- 
don (destroy all lands), white can destroy 
any card in play. 

* Green follows a close second, boasting 
Tranquility, Crumble and the best all-pur- 
pose destruction card, Desert Twister 
(destroy any card in play). 

* Artifacts, lands and creatures are no prob- 
lem for Red, which includes Shatter, Stone 
Rain and many damage-dealing spells. 
However, the inability to counter enchant- 
ments can become a serious problem, espe- 
cially when your opponent produces a 


Circle GÉProtection- Red.— ————————-More-important.-yowl-find-yourself-hav-— 


* Blue provides a good counterpart to red 
for this purpose, since it can usually steal 
enchantments or send 'em back to their 
owner's hand (Unsummon, Boomerang). 
* Black is probably the most difficult color 
to play by itself; it has trouble dealing with 
permanents other than creatures. 
Another option is Nevinyrral's Disk, an 
artifact that you may sacrifice to destroy 
all artifacts, creatures and enchantments 
in play. This rare artifact can complement 
a red or black deck. Although drastic, and 
not always reliable, blowing up everything 
in one fell swoop is usually pretty effective. 


LAND AHOY! 

You've picked your colors, and you're armed 
to the teeth with spells, but there's still one 
burning question...how much land should 
you put in your deck? To be effective, you 
must have enough mana to cast the spells 
you draw. About a third of your deck should 


be mana-producing lànd-cards-There's'a 
simple way to make sure you have enough: 

A) Sort the cards in your deck by color. 

B) Count the black spells Gf any) you 
have in your deck. Put in half as many 
swamps (rounded up) to start with. For 
example, if you have 19 black spells, you 
should have 10 swamps. 

C) Repeat step B for each color. 

D) Count the artifacts and non-mana 
producing lands in your deck. Put in half 
as many mana-producing lands of any 
kind, including special lands, dual lands 
or extra basic lands. 

If the spells in your deck require a lot of 


mana, add a few extra lands, but don't go 
overboard. A deck with too much land can 
be just as ineffective as one with too little. 


TUNING IN 

By now you've got a pretty good idea of 
what to put in your deck, but the deck- 
building process doesn't stop there. As you 
challenge players with your deck, you 
should be able to pick out its strengths and 
weaknesses. If your deck has a hard time 


dealing with flying creatures, throw in a The forces of destruction (above) versus 
Hurricane or EattlibindIf-your Lord’ of the those of protection (below) 
Pit's appetite is larger than your entire 
deck, try playing without it. Deck tuning is 
a process that never ends as long as you 
acquire new cards. With a well-tuned deck, 
you'll find yourself winning more often. 


ing more fun. 


JEFF'S TOP CARDS 


MAGIC: THE GATHERING, REVISED 
Artifact: Ivory Tower, Nevinyrral's Disk 
Black: Demonic Tutor, Dark Ritual 

Blue: Sleight of Mind, Counterspell 
Green: Regrowth, Lure 
Red: Fork, Lightiting-Bolt 
White: Disenchant, Balance 
EXPANSION SETS 

Arabian Nights: Library of Alexandria, 
Diamond Valley 

Antiquities: Candelabra of Tawnos, Strip Mine 
Legends: Recall, Underworld Dreams 

The Dark: Maze of Ith, Barl's Cage 

Fallen Empires: Goblin War Drums, Ring 
of Renewal 


A junior at the University of Rochester, Jeff 
Hannes doesn't believe that his curriculum is 
complete without a nightly Magic seminar. 
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BUILDING A 
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BY JEFF HANNE$ 


Any more rats and we'll need a 
good exterminator. 


OF THE TRADE 


“а chaotic wave of destructive force. — 


So you went out and bought a Magic: The 
Gathering starter deck, found someone to 
teach you the game—and got your butt 
kicked. While you were dealing yourself a 
random assortment of cards, the veteran 
across the table was shuffling through a 
caretully crafted deck. 

Don't despair. You, too, can win at this 
game. All you need to do is build your own 
winning deck. And it's not as hard as it looks. 

Magic is broken down into five color- 
coded categories, each of which is centered 
around a different type of land, called mana. 
Before looking at specific cards, let's take a 
quick look at each color's specialties: 

+ BLUE allows you to steal resources from 
your opponent and prevent him from 
casting spells. 

. BLACK represents the disturbing magical 
forces of death and demons. 

о ВЕР mountains harness fire and earth in 


. GREEN'$ forests are home to many 
creatures. 

* The-open-plains of WHITE offer healing 
and protection. 

It's possible to make a deck with just 
one color, or even a deck with all five (a 
rainbow deck), but most decks contain only 
two or three. Limiting your deck gives you 
the luxury of working with a variety of card 
combinations without having to shuffle a 
card stack the size of the Library of Con- 
gress. Unless you can come up with cre- 
ative ways to manufacture mana-with 
Moxes, Celestial Prisms or Fellwar Stones, 
say—always stick to two or three colors. 

Before selecting cards or even picking 
colors, though, you need to address two 
important questions: How will your deck 
deal damage, and thus take away your 
opponent's life points? And how will your 
deck protect you from your opponent, and 
thus save your life points? 


ATTACKING 

The first question is usually the easies 
answer. Dealing damage is the most fun- 
damental aspect of the game; every color 
can do it. Still, you should choose your dam- 
age-dealing methods with care. А Creature 
Bond, which subtracts-a-creature's tough- 
ness from its controller's life points when 
the creature is killed, is useless unless you 


can kill creatures. Also, you should never 
fec- 


t to 


rely on your opponent's deck to be ef 


tive. For example, Feedback, which hurts 
your opponent each turn, only works if your 
nemesis has an enchantment in play 
There's no guarantee, however, that your 
opponent will play an enchantment. 

So what about creatures? Which ones 
should lead your charge, and which ones 
should ride the bench? Try to balance low- 
power creatures that are easy to cast with 
creatures that are powertul but costly, and 
make sure some can fly. Cards that are 
worthless in one deck may be quite valu- 
able in another. By itself, one Plague Rats— 
its power and toughness equal the number 
of Plague Rats in play-isn't impressive. 
However, several Plague Rats can be pretty 
lethal. By your fifth, your opponent may 
start wishing for a good exterminator. 

Another consideration when choosing 
creatures is how they interact with other 
cards in your deck. For example, Dwarven 
"Warriors (tap to make a creature of power 
no greater than two unblockable) and Fire- 
breathing (enchant creature; +1 power/+O0 
toughness per red mana) make an extremely 
potent offensive force. | 

Creatures and direct-damage spells, such 
as Fireball, Lightning Bolt and Drain Life, 
are by no means the only weapons. The 
Rack, an artifact that damages an oppo- 
nent for each card in hand below three, 
can stretch the life out of your enemy if you 
keep his hand size down using Mind Twist, 
Disrupting Scepter and Amnesia. Similarly, 
if you can keep your rival's hand size high 
by forcing him to draw more cards (Howl- 
ing Mine, Braingeyser) or by preventing 
him from casting spells (by destroying his 
mana), the Black Vise (artifact; damages 
opponent for each card in hand above four) 
can finish him off. | 

One of the best creature/enchantment 
combinations lies in green: Thicket Basilisk 
with Lure and Regeneration. Unable to resist 
the temptation of peering through the 
bushes to see your Basilisk. your opposi- 
tion's once-active army will be transformed 
into lifeless stone. | 

If you're playing white, YOU Can use the 
rare Meekstone artifact (creatures with 
power greater than two May Not untap) 
With Serra Angels.(4/4 flying: doesn't tap 
When attacking) and smaller creatures. Sey- 
eral Prodigal Sorcerers can make life mis- 
erable for your opponent. especially with 
Jandor's Saddlebags (artifact: spend three 


(CON'T ON PAGE 39) 
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PUSHING THE LIMITS OF MAGIC, 
WIELDING ARCANE AND LEGENDARY POWERS 
IN PURSUIT OF GREATER KNOWLEDGE - | 
| THEY ARE THE MIGHTIEST OF ALL WIZARDS. 
- «Tav ARE THE ORDER OF HERMES. 
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